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Home Filing manager 9.50 
Family Finances 7.00 
Timewise 5.00 

Atari BASIC rev.’A’ cart. 6.00 
Many more 1 onlies 
Coming Soon.Rix MicroDesk 

Super bHatch 

Graphic^ Tablet 

Slip a 1 /2 letter size drawing onto the tablet 
and use the stylus to begin tracing, or draw 
freehand. Four colors, patterns, fills, 
custom/grab pattern, save/load, cut/paste, 
text, brushes, magnify, and tools. 

With ROM paint cartridge. 

*Now with convert k print software.* 
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Match Wits 5.00 
InfocomrMoonmist 9.00 
lnfocom:Hollywood Hyjinx 9.00 
Silent Service 5.50 
Bandits 3.50 
Ballblazer 5.50 

Many more 1 onlies. 


Atari Trackball 8.00 
Composite monitor cable 3.50 
5" Disk notcher 4.00 
Deluxe cassette dual cleaner 10.00 
Joystick port extender 10.00 
Elementary Atari Book 6.00 
Some 1 Only’s: _ 

ATR-8000 Disk/Printer/Modem/Buffer 80.00 


Atari 850 interface w/cables+Dox 
130 XE, 128K 45.00 


Coming Soon:Rix SpeedIO 


maqaz 4r><zs 


ICWPLOEl 

vBH COMPUTING HBr ^ ^ 

START 


COMPUTE! 

Mags alone, with disks or 
with copies (as available). 
$1,00-$3.50 plus shipping. 
See magazine list in flyer. 

"pOTGEMfoS 
Quantities Limited. Prices and Advert subject to change. 

(TX addresses add $ % sales tax) 
New and Previously owned items 
arriving frequently. For Flyer 
requests or Orders, Write to: 

Mere Than Games 
8207 Briarwccd Lane 
Austin, TX 78757 7642 

-mail Info:74766.1561@€ompiiserve.coi 
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& Disk Detail 


Words of Wisdom 


s 



Well, here we are again— 
another issue of Atari Classics is 
sent to bed. The Atari 8-bit world is 
invited to comment on its content 
and our layout, but be advised that 
positive observations will make a 
better impression on our poor, over" 
worked psyches.... What I mean to 
say there is that we probably are har¬ 
sher critics of our work than the 
general readership, but we do need 
our customers’ perspectives. One of 
the reasons that our publishing 
schedule is less than consistent is 
our desire to produce as good an 
issue as possible—leading to a reluc¬ 
tance to print anything that seems 
less than optimum quality. A great 
deal of the quality in the magazine is 
generated in the articles that you, 
the Atari 8-bit users, submit to AC. 
Those, and the advertisements that 
we manage to coerce from the 
remaining 8-bit businesses, make up 
the essence of AC. In a word, with¬ 
out the efforts of our authors, AC 
would stink. And, yes, this is a thin¬ 
ly veiled message to all you would- 
be contributors out there. Write an 
article for AC! Not to fill up the 
space. Not for fame and glory. Cer¬ 
tainly not for fortune. Write an ar¬ 
ticle because many of you folks out 
there come up with some really good 
stuff. Things that would never see 
the light of day, otherwise. Articles 
that other users enjoy and use in 
their little comer of the 8-bit world. 
I can understand how you get too 
close to anything you try—by the 
time you finish an article, you’ve 
read it so many times that it seems 
stale and useless. Believe me, it’s 
better than you think. Try it. For the 
rest of us. OK? 

This issue seem a little light? 

Yeah, it is only 36 pages. 

(hmmm.... by issue 10, we’ll be 


down to a couple of ads and an 
editorial). Naaawwww. We still have 
about 20 pages of text and 4 less ad 
pages. Not that every issue will be 
20 pages of text, but this is about 
what we would like to print every 
issue. This being a disk issue, we’re 
trying to keep it under 5 ounces too. 

Disk Details 

Speaking of disk issues, what do 
we have on this disk? Well, we use 
the disks to distribute any code that 
is used in our last two magazines, as 
well as any auxiliary files from those 
articles. Unfortunately, our first at¬ 
tempt at producing a disk (two 
issues ago) was less than successful. 
It seems that some of our disks had 
defective sectors in the TVBINGO 
code, so we are including it again in 
this disk. Bob Scholar, a very careful 
guy, has volunteered to duplicate the 
bulk of our disks so we have high 
hopes for a much better result this 
time. The new stuff is as follows: 
BINGO.BAS - TVBingo from 
the last disk, a repeat. 
BESTBAS.LST - listed BASIC 
routine from Besting 

BASIC, V4, N2 


PAGE12.TXT - Daisy-Dot III 
instructions for using the 
Chess font included herein 
PAGE13.TXT - more DD III 
Chess font instructions 
PLAIN.NLQ - used with DD 
III and Chess font 
PLAIN2.NLQ - also used with 
DD III and Chess font 
CHESS.NLQ - DD III Chess 
font itself 

MVRAM.ASM - ED/ASM file 
used with SmartOS 
MVROM.ASM - ED/ASM file 
used with SmartOS 
SETCART.OBJ - ED/ASM file 
used with SmartOS 
CHKSUM.OBJ and 
CKSUMD6.0BJ - M/L files 
to correct OS checksum for 
SmartOS 

and...our usual really cool menu 
program from Nir Dary! 

and...on the backside...a demo 
of the Brundles program. Three dif¬ 
ferent samples, actually. Like many 
of the European games, this works 
better on a Nir-PAL machine, but 
you’ll get the idea on a standard 
NTSC unit. Enjoy! 
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^ VIDEO 61 
22735 CONGO ST NE 

STACY MH 55079 
612-462-2500 



HE-SPECIALS. IN THE ATARI 
2600,5200,7800,8-BIT 

JAGUAR tRS ’ LYNX fiND THE 

CALL US FOR CARTRIDGES, 
DISKS, POWER 
SUPPLE S,SWIT CH 
BOXES,AND MORE' 

WE EVEN REBUILD YOUR 
5200 JOYSTICKS!' 


SOFTWARE NEW IN BOX 
200 TITLES FOR 2600 
35 TITLES FOR 5200 
50 TITLES FOR 7800 
300 TITLES FOR THE 
8-BIT COMPUTERS 
72 TITLES FOR THE LYNX 
FOR THE JAGUAR CALL 



SOME 
OF THE 
STUFF 
THAT 
WE 
RRV 
|R THE 



ATARIIS OUT OF THIS 
WORLD" 


OTHER 

STUFF 

IS 

JUST 

PLAIN 

WACKY" 



THIS WAS DONE WITH NEWSROOM FOR THE 
iiTuRI 3-BIT COMPUTER. 



the TAKE 
discover 

CREDITCARD 


WE ALSO TAKE 
PERSONAL 



DISK DRIVE SALE 

1050 $35 

RANA1000 $40 

1050/US Doubler $45 
All drives are reconditioned and 
come with power supply, I/O cable, 
and a 90 day warranty. Send me your 
dead drive and receive $15 credit. 
Add $5/drive for S&H. 

Send check or M/O to: 

Paul V. AUiart 

524 North Zee St. 

Lompoc, Ca. 93436 
(805) 736-4624 

WANTED! 

Flight Simulator Scenic disk #3, 
California. 

I want the California Scenic 
disk; not the L.A. disk. 

Also interested in Parrot, Covox, 
Voicemaster, etc. 

David Lang 

R.R. #2 24106 Steinberger Rd. 
Defiance, OH 43512 
(419)7843515 


WANTED: 

A copy or photocopy of the 
owner’s manual for the ICD Multi 
I/O. 

John D’Ambrosio, Jr. 

P.O. Box 142 
Acme, PA 15610 
(412)4233302 

Disk Catalog 

I would like to inform your 
readers that I have a disk catalog 
available listing over 60 original 
game titles currently available for 
Atari 8-bit computers. Copies of the 
catalog are available for $2.00 cash 
or money order ONLY. The catalog 
includes sample programs. 

James Catalano 

ARTACYIS SOFTWARE 
639 West Grace, #336 
Chicago, IL 60613 

Help! 

Is there anyone out there that 
can help me put the Atariwriter dic¬ 
tionary on a double density MyDos 


disk, so I can have room to add the 
AW + program, etc.? This is so I can 
sector copy the whole thing into the 
US+ ramdisk. 

Brad Rand 

255 Falmouth Rd. 

Falmouth, MD 04105-2005 
(207)781-4877 

P.S. Here’s a photo of my 130XE 
with a 600XL key assembly. This is a 
solution to the cheesy XE type. 

With a little sawing and drilling 
the 600XL top fits like a glove. The 
fun part comes hooking up a ribbon 
connector. I also converted the 
CAPS key to another CONTROL 
key so I can move the cursor with 
one hand, and added a mini push 
button switch for caps. 
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Let’s Follow Upf 

Yes, Bob Woolley’s hypothetical 
65816 project is quite interesting. 
But whatever happened to articles 
on his 3.5" drive upgrade (men' 
tioned way back in Antic!) or on his 
1200XL’s IDE drive add-on (men¬ 
tioned in AC April ’94). I would 
really like to see articles on those 
“up-and-running” projects first. I 
really want to know how to drop a 
3.5" drive in my XF551 and I really 
want to know how to run an IDE 
drive on my computer. So how 
about putting the theoretical stuff 
aside temporarily and cover the 
working stuff first? 

It worries me that some AC 
authors can so casually mention ob¬ 
taining software and such from a 
BBS, CompuServe, GEnie, Internet 
or whatever. That’s alright for those 
of you who have a modem, a phone, 
lots of money to burn and live in the 
United States. Some of us are not 
that lucky. (I’ve seen figures that 
suggest services like CompuServe 
and Internet cost Australians ten 
times that of our American friends!) 

Is there an alternative out there 
to the Bellcom PD library which 
closed some time ago? 

Where is the “Transkey” ob¬ 
tainable from? I wrote Dataque quite 
some time ago but got no response. 
Are they gone? 

What back issues of AC are 
available and what’s the cost? 

John Stecyk 

After reading your letter, I came to 
the realization that you are correct. Al¬ 
though most of these projects that you 
mention have been published in the 
SLCC Journal, they are not in general 
distribution. And, they could use a lit¬ 
tle cleaning up. 

Let’s start with the IDE drive.... Thp 
SmartOS in this issue is the prerequi¬ 
site to an IDE interface (as well as 
other uses). So, we’ll pretty up the IDE 
interface and print it shortly. A 1 meg / 


4 meg SIMM upgrade will be going to 
press. A floppy interface may be up¬ 
dated and re-printed as well as the 
3.5 XF551. Anything else? 

As far as the BellCOM disks, AC 
would like nothing better than to see 
someone continue the PD library. In 
fact, AC will provide a complete set of 
the BellCOM disks to someone who 
commits to keeping them current. 
How’s that? We’ll even put them on 
HD for our volunteer. To get this roll¬ 
ing, why don’t all of you readers out 
there send us anything you find in the 
PD area that looks new. AC will see 
that it at least gets collected in one 
place. We would expect a lot of dupli¬ 
cates, so we’ll print a listing of what 
we get to keep it reasonable. 

All AC back issues are available 
except for Vol. 2/No. 1 for 1/5 the 
price of a one year subscription each. 
And if you really want Vol. 2/No. 1 we 
can provide a xerographic copy for 
the same price. 

An Answer to Letters 
From MLR. and L.S. 

I performed Bob Woolley’s TTL 
modification on my XEP80, but 
have yet to try it out because I’m 
saving up for a TTL monitor. How¬ 
ever, as I attempted the modifica¬ 
tion, I noticed what appear to be 
some inconsistencies between the 
photographs of the cable attach¬ 
ment points and the chart (on page 
16 of the video issue). The chart 
lists wire one connected to pin 7 of 
U6 as well as wire two, but the 
photograph seems to have wire one 
connected to pin one of U5 and 
wire three connected to the bottom 
of C9. The other connections ap¬ 
pear to be consistent, although the 
wires should be 4, 6, and 8 rather 
than 7, 8, and 9. I searched the Er¬ 
rata column in subsequent issues but 
found nothing concerning this, so I 
wondered if I’m right, or will I be in 
for a suprise whenever I connect my 
XEP80 to a TTL monitor? 


I found this a very easy modifica¬ 
tion to perform. I purchased the DB- 
9 connector from Jameco, 1355 
Shoreway Road, Belmont, CA 
94002-4100. Although I used an 
IDC crimping tool to attach the 
connector to the 9-conductor flat 
ribbon cable, I thought that perhaps 
a pair of adjustable Vise Grip pliers 
might work, if long, flat strips of 
wood or plastic were inserted in the 
jaws of the pliers to protect the con¬ 
nector and distribute the pressure 
more evenly. 

As for programs to create a disk 
library index, I searched my old 
issues of Antic and found three that 
L.S. may find useful. In the August, 

1986 issue are Floppy Filer, which 
prints out disk directories, by Robert 
Blaney, and File Master, a database 
which sorts files alphabetically, by 
Jason Worley. In the November, 

1987 issue is Bibliography Master by 
Alfred Filskov III, which al¬ 
phabetizes listings and could be used 
for disk indexing. Also, Twenty- 
Fifth Century Software, maker of 
Forms Generator, had a program 
called Instant Alphabetizer, which 
may still be available from B&C 
ComputerVISIONS. 

John D’Ambrosio , Jr. 

When you refer to the wiring of the 
ribbon cable on an XEP80, take into 
account that we are referring to the 
pin numbers on the DB-9 connector, 
not the ribbon cable wire number. A 
crimped IDC DB-9 connector with the 
red stripe on pin 1 of the DB-9 will 
connect across the ribbon as pins 
1,6,2,7,3,8,4,9,5. Therefore, the ribbon 
cable wiring will be: 


wire 1 

U6 pin 7 

wire 3 

U6 pin 7 

wire 4 

left end of R3 

wire 6 

U6 pin 9 

wire 8 

U6 pin 10 


which correspond to the original 
wiring using the DB-9 pinouts. U6, pin 
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7 is ground, so you may use any 
ground point on the PCBIn the XEP80 
(which is shown in the photograph). 
OK? 

Thanks Alchemist 

Just wanted to thank my old 
friend The Alchemist and Atari 
Classics for the most extensive ar¬ 
ticle on any floppy drive but most 
assuredly on the PERCOM. With a 
certainty, it will be helpful to fei 
friend of mine who is having a Per- 
com modified for use with his 
130XE. Sadly, I have been ineffec¬ 
tive in creating within this friend, a 
desire to have a subscription to 
Atari Classics. Maybe this will put 
him “over the edge” to become a 
subscriber. 

Thanks loads, you will be seeing 
my renewal soon. 

Gary C. M atteson 

Snail-Mail* 

A Misnomer 

As a prolific letter writer (about 
$1,000 a year—stamps and postal 
cards) I feel debased by derogatory 
discription of my missives as 
SNAIL-MAIL. To me it sounds 
snobbish. 

Letter-MAIL may not be fast as 
modem E-MAIL but I can com¬ 
municate more for my L-Mail dollars 
than E-Mail. Check my phone bills. 

Letters are edited and abridged to 
least amount of words before mailing 
so they represent me and what I 
want to communicate (within most 
number of words allowed) for first 
class stamp or postal card. 

E-MAIL requires frequent check 
of BBS mail box for response. If 
there is none I still pay (on limited 
call service and tolls) for modem 
phone calls. Maybe E-MAIL is 
Expensive-MAIL and misnamed 
Electronic-MAIL. 

Joseph E. Hicswa 


I 

Awww* thanks* James 

Congratulations on your out¬ 
standing success of the (New) AC. I 
received my first three issues a few 
days ago and I am 200 percent satis¬ 
fied. Dare I say that the magazine is 
now better than before. (No offense 
Ben.) The quality and content is 
much improved. In fact I enjoyed 
reading them so much that it has 
rekindled my interest in my classic. 
Something that happens every 6 
months or so. I am now looking to 
purchase more software and hard¬ 
ware upgrades. I am interested in the 
Black Box and Floppy Board by 
CSS. Maybe you could do a com¬ 
prehensive review of its capabilities 
and uses. Possibly include tes¬ 
timonials of real life experiences 
with BB/FB, It may sway me into a 
purchase along with other fence sit¬ 
ters. Again keep up the great work 
and understand that it is appreciated 
by us out there who still love our 
classics. 

James Martin 

Getting Up V» Speed 

First may I express my thanks for 
your efforts on a fine magazine. 
When I rediscovered my Atari in 
the closet (after nine years of dust 
collecting), I was surprised that any 
Atari 8-bit users were left, and a 
magazine to boot! Now I have lots 
of questions. A lot has developed in 
those years of neglect. I will try to be 
as brief as possible. 

O I subscribed to your magazine 
late, asking for the first issue. I 
received it (Vol. 3, No.3) and the 
second issue (Vol. 4, No. 1) so far, 
but I feel like Pm reading yesterdays 
newspaper. Can I receive all issues 
and disks to date and then receive 
the latest issue like everyone else? 

© Today’s modems are fast. 
Probably too fast for my 8-bit. What 
is the baud limit, and what is the 
fastest software available? Can 8-bits 


transmit FAXes? 

© Which companies still have 
good databases of 8-bit software? 
CompuServe? Delphi? 

© I bought a couple of used Atari 
XF551 drives. I hear they are double 
sided, double density. What DOS 
will allow me to use this capability? 
Is it possible with DOS 2.5? 

© What is the best or most popu¬ 
lar DOS program? 

@ What is the best way to back 
up my disk and cartridge software? 
How long should the originals con¬ 
tinue to function? 

© Volume 3, Number 3 had a let¬ 
ter from Decker G. McAllister, Jr. 
about ATESIG and model trains. 
No address was given to write to 
him for information. Do you still 
have his address? 

Thanks again for your continued 
8-bit support. 

Mark Lyle 

© You will notice that the current 
issue is now dated correctly. You 
should have Vol 4, No. 2 as well as 
this issue to complete your collection. 
© I use BobTerm at 9600 baud on 
an 850 and Hayes Accura 14.4. 
Seems to work just fine. No Fax 
capability on the 8-bit yet. 

© The InterNet seems to have just 
about everything - just hard to find. 
CompuServe, Genie and Delphi all 
contain good selections of 8-bit soft¬ 
ware, but it is shrinking. 

© MyDOS and SpartaDOS will use 
the whole 360K on an XF551. DOS 2.5 
is 127K, max. 

© MyDOS is my choice, but a lot of 
folks like SpartaDOS. 

© Sector copy your disks and 
hope you don’t need them. Cartridges 
are a little tougher. Careful use of 
disks will keep them going for 20 
years. Most failures are bad hardware, 
physical damage or procedural errors. 
© Decker G. McAllister, Jr. 

145 Surf Place 
Seal Beach, CA 90740 
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Solution of the Month 


I just love those old time adventures.... Can't solve 
them for dirt, though! For all you folks out there who 
want to introduce your kids (grandkids, younger 
siblings, etc.) to Atari adventuring, check out our 
solution of the month. This is to HELP the little 
darlings, not to ruin it for them, so don't just let them 
read the answers. 

Provided by Nir Dary 

ADVENTURELAND 

Here you stand in a forest, about to start your 
adventure. Move along East, and tiptoe past the sleeping 
dragon. Go East again to the lake. Get the ax (leave the 
fish for now, since you have no way of getting them yet), 
then head North into the quicksand hog. Pick up the blue 
ox (wow! A treasure already!), then say the magic word on 
the ax. Gee, where did everything go: Well, look at it this 
way: at least you can "Swim" back to the lake. Now go South 
to the bottomless hole. Carefully "Go Hole," and pick up the 
flint and steel. Go up (easy, it's a long way down!). Then it's 
West into the swamp, and West again to the hidden grove. 
Surprise! There's the ax and the ox, along with another 
treasure. 

Get everything, and go hack East. Climb the tree, get 
the keys, and climb down again. Now, "Chop Tree." Drop 
the ax (you won't need it again), get the mud, then, "Go 
Stump." Once inside the stump, drop the mud, ox and fruit. 
Go down to the root chamber, pick up the rubies, then go up 
and drop them off. Easy, isn't it? 

Okay, time for more treasures. Get the lamp and rub it 
twice. Each time you rub the lamp, a genie appears and 
leaves a treasure. Just make sure you don't rub it more than 
two times, or the genie will come out and take away a 
treasure! (can't win the game that way!) Now, go down into 
the root chamber, and "Go Hole." Open the door and drop 
the keys. Light the lamp (it's dark up ahead), and "Go Hall." 
Then continue down to the cavern. From the cavern, trek 
South and pick up the bladder. Now it's time for a return 
trip, so move along North, then up until you're out of the 
stump and back in the swamp again (by the way, any time 
the chiggers chomp on you, just get the mud, then drop it 
again. Also, "Unlight Lamp" when you get back to the root 
chamber...energy conservation helps!). "Get Gas," then "Go 
Stump." Now head back down to the cavern (remember to 
light the lamp before going into the hallway!), then go South 
and up. Drop the bladder and "Ignite Gas." *BOOOOM!* 
You just blew a hole in the bricked-up window. 

"Go Hole," then jump (don't worry, you can make it to 
the other side safely). Ummmm, hello, bear! Well, he 
doesn't look too mean, but it's better not to take any 
chances, so "Yell." As the startled bear falls down towards 
the bottom of the chasm, pick up the magic mirror 


(carefully, it's very fragile!), then "Go Throne." Grab the 
crown and go West to the ledge. Jump over again, then 
West. Pick up the fire bricks on your way out (heavy stuff, 
but you'll be needing them soon), and go down and North. 
After that, make your way up again to the treasure room in 
the stump. Drop off only the crown, do not drop the mirror! 

Okay, now get the bottle of water, and go down again. 
This time, drop the flint just before you go into the hallway. 
Go down to the cavern, and from there, down again into the 
maze of pits. From the "Opposite of Light" sign, go down, 
West, and down. Pick up the rug, then go down again and 
you're at the bottom of the chasm. "Build Dam," then drop 
the remaining bricks (you had a few left over). "Look Lava," 
and there's a firestone. It's still pretty hot, so "Pour Water." 
Now get the stone and the golden net. Hmmmm, but how 
to get out of here? Well, that sign might help. "Say Away" 
twice and, voila! you're in the meadow again (ahhh! fresh 
air!). 

Unlight the lamp, then go South (to the swamp) and 
over to the stump. Drop the firestone, the rug, and the 
mirror. Make sure that you drop the rug before you drop the 
mirror! (otherwise, seven years of bad luck and you won't be 
able to finish the game!) Now, get out of the stump, go East 
to the hole, and North to the lake. "Get Water," then "Get 
Fish" (can't get them without the net, you see). Return to 
the stump, and drop off the fish and the net, in that order. 

Pick up the mud, and head back down to the cavern. 
Remember to get the flint and light the lamp before entering 
the hallway! Once in the cavern, go North. At this point, 
you should save the game. Up ahead are the African bees, 
which you will need to get rid of the dragon. Unfortunately, 
this part of the game seems to be random, and sometimes the 
bees will suffocate and die before you can bring them out. I 
have never found a surefire method for keeping the bees 
alive, so save the game here and hope you won't have to 
restore it too many times! (If anyone does find a way to keep 
the bees alive, please let me know!) 

Okay, now that the game is saved, go North again. Get 
the honey, pour out the water, and get the bees. (If the bees 
sting you, and you find yourself in limbo, either restore your 
saved game or "Go Up" to return to life in the outdoors.) 
Once you have the bees, head back South to the cavern, 
then all the way back up to the swamp. If the mud hasn't 
fallen off yet, drop it here before going on (the dragon hates 
the smell ol mud, and will most certainly kill you if you go 
near her with it - yes, her!). All right, now head North and 
"Drop Bees." 1 he dragon will become annoyed and fly away, 
leaving behind some precious and rare eggs. Pick up the 
eggs, then return to the stump. Drop the eggs and the 
honey, then say "Score." 

You did it!! (Whew! You deserve to take some time 
out now and relax! But wait...could that be a pirate flag I 
see on the horizon...?) 
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ATARI ^ 

USER GROUP 

PUBLISHING a BI-MONTHLY 

m&m&svm and mm 

for the Atari 8-bit user 

For further information contact: 

T.W.A.U.G., p O.Box No.8, LUallsend, TVNE & U1EAR NE28 6DQ 
or PHONE: (01011-2710086 

An A5 size Newsletter containing 40 PAGES of VIEWS. REVIEWS, 
TUTORIAL ARTICLES and much more. 

UJe also have a large PD Library of about 500 titles 

also a uoru largo selection of 

jpRINT §HOP JCONS 


Contribution fees include P&P 

We accept cheques and Money Orders or from overseas in their 
countries currency, by Registered Mail only. 

1 copy £2.00-6 copies £11.00 for UK 

1 copy £2.20-6 copies £12.50 for Europe 

1 copy £2.50-6 copies £14.00 for Elseuuhere 

r _ A Book "THE COMPLETE & ESSENTIAL MAP is also available 

from TLUAUG. It is a book in two volumes AS size and cs 

{=jj=g\ based on a very much improved version of "Mapping the (35 
SfflHfcg J Atari" for the XL/XE only. _ 

^ - - for only £16.00 plus Post & Packing ^- 
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When I was little, my grand¬ 
father taught me how to play chess. 
He gave me a little book of basic 
openings, which I tried to learn, 
though I found the strategy less in¬ 
teresting than the names (like Ruy 
Lopez and Giuoco Piano). Later, 
when I was in university, I became 
friends with the provincial cham¬ 
pion, and for a while joined the 
local chess club. It was a humbling 
experience, playing teenagers nearly 
half my age and getting my butt 
kicked. I was introduced to speed 
chess, or blitz, where you’re allowed 
only a few seconds per move. The 
kids loved it. It was just like playing 
hack-and-slash at the local arcade. 

Occasionally my friend played 
simultaneous matches against as 
many as 20 people. Blindfolded. He 
was rather blase about this feat; it 
was far short of the record for such 
matches, and he regarded it as little 
more than a parlour trick. The 
secret, he told me, was to apply an 
arresting label (like “elephant”) to 
each match. Then, as he moved 
blindfolded from board to board, all 
he had to do was recall the label, 
and the correct game would be ac¬ 
cessed. 

I never was any good at the 
game, but chess lore such as this fas¬ 
cinated me. I began reading about 
some of the great figures: Paul Mor¬ 
phy, a boyish American who con¬ 
quered the best in the world, then 
returned home and went mad; Jose 
Capablanca, the handsome Cuban 
idol, a “chess machine” who was 
never checkmated; Mikhail Tal, 
known as the “firebrand” for his 


bold sacrifices and breakneck com¬ 
binations; Aron Nimzowitsch, 
father of hypermodern chess, who 
was once challenged to a duel for 
his insulting behaviour at a tourna¬ 
ment.... 

No, the stereotyped picture of 
chess players as dull old geezers 
covered with cobwebs is all wrong. I 
remember my friend once remarking 
that an acquaintance of his did not 
have “the right nerve” for chess. 
The game can be a battlefield, a 
savage arena where opponents are 
bludgeoned into submission, or dis¬ 
patched with subtle, rapier-like 
thrusts. And chess is not just men¬ 
tally taxing, it’s physically exhaust¬ 
ing. The coiled tension and the 
long hours at the board can take a 
staggering toll, and are the cause of 
outbursts which seem fantastic to 
the average person. As former U.S. 
champion Larry Evans once said, 
“The chess master today must have 
courage, a killer instinct, stamina 
and arrogance.” 

CHESS PROGRAMS 

For centuries, people have been 
fascinated by chess automata, even 
though most of these devices were 
frauds, usually with a person hidden 
inside. Today we really do have 
thinking machines, and a computer 
without a chess program is a forlorn 
thing. Here are a few notes on soft¬ 
ware available for your classic Atari: 

Computer Chess - The earliest 
of all chess programs for the 8-bit 
Atari, this 1979 cartridge-based 
game from Atari Corp. sports bilious 
colours, abysmal graphics, and al¬ 


most no features. Joystick-operated. 

Chess 7.0 - By Larry Atkin 
(Odesta 1982). The best of the early 
games with many features and serv¬ 
iceable graphics. Cursor movement 
is rather awkward, accomplished by 
paddles or cursor keys. Translator re¬ 
quired. 

Micro Chess - A simple version 
with odd graphics and few features. 
Movement by algebraic notation. 
Translator required: specifically, the 
Atari OS translator by Jonathan 
Sanders. 

Sargon - Written by Dan and 
Kathe Spracklin, this program is 
one of the oldest, has gone through 
several incarnations, and was avail¬ 
able on many different computers. 
The original Sargon was written in 
Z-80 code and analyzed in the book, 
Sargon , A Computer Chess Program . 
The publisher, Hayden, also 
released the subsequent software 
versions. Sargon 2 (1982) employs 
algebraic notation (though coor¬ 
dinates are not displayed) and 
remarkably ugly graphics. Sargon 3 
(1985) is a much improved version, 
and for a time was considered the 
front-runner in the chess wars. The 
Atari version was done by Lynn and 
Alex Ford. Decent graphics, and 
movement is accomplished by joys¬ 
tick or algebraic notation. 

Chess - This cartridge-based 
game from Parker Brothers offers 
bright, pleasant graphics, and just 
enough features to satisfy those 
players without a deep interest in 
chess. It is often found in PD 
libraries and, though it lacks any 
distinguishing text, it can be iden- 
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tified by its length (66 single density 
sectors). An interesting aside: this is 
the only Atari 8-bit game which 
shows pieces actually moving from 
one position to another. In all other 
games a piece is “moved” by disap- 
pearing from its old position and 
reappearing at its new position. 
Joystick only. 

Chess - Rather surprisingly, this 
program by John Krause is the only 
BASIC chess program for Atari 8' 
bits. It appeared as a type-in listing 
in the December 1984 issue of 
COMPUTE! Does not check for il¬ 
legal moves. Nice graphics. Joystick 
only. 

Master Chess - A budget offer¬ 
ing from Mastertronic. Decent 
graphics but few features. Algebraic 
notation. 

Mychess II — By David Kit- 
tinger, Atari version by Walter 
Hochbreuckner (1984). This under¬ 
rated version from Datamost has 
lots of features and a good manual. 
It also made the first serious attempt 
to make graphics an important fea¬ 
ture; unfortunately the colour 
scheme nullified its efforts in this 
area. Mychess II was also the first 
game with 3D graphics, and al¬ 
though the game is virtually unplay¬ 
able in this mode, it’s still a neat 
hack. Algebraic notation. 

Chessmaster 2000 — This is the 
Cadillac of Atari chess programs. It 
has tons of features, a good manual, 
and gorgeous graphics. Though no 
credit is given for the game’s devel¬ 
opment, its similarities to Mychess 

11 are too great to be a coincidence. 
Movement by joystick or algebraic 
notation. The Software Toolworks 
(1986). 

Colossus - A superb program by 
Martin Bryant, with many features 
and (surprisingly) the only one with 
a clock. The monochrome graphics 
are crisp and pleasing. Movement is 
by cursor keys or algebraic notation. 
There were two releases, but only 
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Colossus 3.0 (1983, 1984) was 
marketed in North America, by 
ANTIC. It was followed by Colos¬ 
sus 4.0 (1987) and an ST version, 
Colossus X. In issue 37 of Page 6 
magazine, John Davison pitted 
Colossus 4.0 against Colossus X. In 
12 matches, both programs had 
identical records of 5 wins, 5 losses, 
and 1 tie. The docs for Colossus 4.0 
report the results of 16-game 
matches against the following pro¬ 
grams: 


w 

L 

VS 

16 

0 

Master Chess 

16 

0 

Atari Chess 

16 

0 

Parker Chess 

16 

0 

Odesta Chess 

13 

3 

Sargon 3 

11 

5 

Mychess II 

SuperQuerg Chess — 


newest chess program for the Atari 
8-bit appeared as a disk bonus in 
New Atari User issue 64 (Oc¬ 
tober/November 1993). Written by 
John White, this program does not 
have as many bells and whistles as 
Chessmaster 2000, but it has all the 
essentials and plays a strong game. It 
is also “unusual among chess pro¬ 
grams in that it relies more on the 
strength of its positional play than 
on its tactical play.” Simple but 
pleasing graphics. Algebraic nota¬ 
tion. 

Chess by Modem - My 
grandfather used to play postal 
chess. If he were alive today, we 
could play by modem using one of 
the following programs: Telechess 
by Thomas McNamee and Peter 
Goodeve, ANTIC May 1983; 
Modem Chess by Gary Heitz, 
ANALOG 48; and Telechess by 
Alan Weston, Hawaii Users Group 
Atari. The first two programs are 
written in BASIC, the last one in 
ACTION. 


marl glassies 


FAIRY CHESS 

Such is our endless fascination 
with this game that many variations 
exist. Known as fairy (also crazy, 
heterodox, or unorthodox) chess, it 
covers the inclusion of new pieces 
(e.g. the amazon, the giraffe, the 
zebra, the nightrider), altering the 
board (e.g. cylinder chess), or 
changing the rules (e.g. circle chess, 
three-handed chess, three- 
dimensional chess). 

A simple example of rule¬ 
changing is Killer Chess, written in 
ACTION by Greg Knauss 
(ANTIC, February 1988); it is iden¬ 
tical to speed chess, except that 
players don’t take turns. 

A little more exotic is John 
White’s NegaQuerg II (part of the 
same disk bonus as SuperQuerq 
Chess). It’s a suicide game where 
the object is to lose all your pieces 
as quickly as possible. 

Two well-known commercial 
games, Archon and Archon II, are 
too divergent (new boards, new 
pieces, new rules) to qualify as fairy 
chess. 

PUZZLES & PROBLEMS 

Chess problems have a long and 
honourable association with the 
game. Players are presented with a 
board and several pieces, and given 
an objective, usually to find mate in 
a certain number of moves. Prepar¬ 
ing and/or solving such problems 
can be educational, entertaining, 
and addicting. 

Problems are usually presented 
on paper (in books, newspapers or 
magazines), and thanks to David 
Richardson, we can take part in the 
fun. You’ll need Daisy-Dot III and 
David’s disk-based user manual, 
which includes a special chess font. 
Pages 12 and 13 give complete in¬ 
structions. An example of the out¬ 
put is shown on the next page. The 
problem is by Mortimer: from the 
start of a normal game, obtain the 


following position in four moves. 
(Note: a single move consists of one 
each by white and black.) 



If you don’t have Daisy-Dot III, 
don’t despair; most chess software 
will allow the user to set up and 
work on a problem. There are also 
some programs which are dedicated 
to a single problem: 

Knight’s Quest - In this ancient 
problem (known as the knight’s 
tour), you must move a knight so 
that it lands once on each of the 64 
squares. There are many possible 
solutions. If you’re really good, your 
64th move will bring you exactly 
one move away from your starting 
position. Uses joystick or ST mouse. 
Nicely programmed by Simon Trew. 

Horse Play - A BASIC version 
of the knight’s tour by Malcolm 
Iredale. Published in Atari User, 
March 1986 (an old British mag not 
to be confused with Page 6’s New 
Atari User). 

Five Queens Problem — Place 
five queens on a chessboard so that 
all squares are under attack. A com¬ 
piled Turbo-BASIC program by 
Kemal Ezcan, ZONG (October 
1989). 

Eight Queens Solution — Can 
you position eight queens on a 
board so that none are under attack? 
This BASIC program finds (slowly) 
all 92 possibilities. By Angelo 
Giambra, ANTIC (April 1985). 

Eight Queens Solution — An 
ACTION program which solves the 
problem with blazing speed. It also 


finds the 12 unique solutions in 30 
seconds (only 12 solutions are not 
duplicated by rotating the 
chessboard) and all 92 solutions in 
about 40 seconds. By Dave Oblad, 
ANTIC (September 1985). 

If you’re interested in program¬ 
ming a chess problem yourself, you 
might refer to a BASIC program by 
John White in the April 1986 issue 
of Atari User. It draws a chess board 
and pieces. 

FOR MORE INFO 

If you’d like to learn a bit more 
about chess, here’s a brief and quirky 
list: 

The Adventure of Chess by Ed¬ 
ward Lasker (Dover Publications, 
1959) — A very readable introduc¬ 
tion to the history and personalities 
of chess, with many personal anec¬ 
dotes, some stretching as far back as 
Morphy. 

Writing Strategy Games on 
Your Atari Computer by John 
White (Sunshine Books, 1983) - 
The programmer of SuperQuerg and 
NegaQuerg discusses various chess 
programming techniques and in¬ 
cludes some short BASIC programs. 
(This book is still available from 
Page 6 in England for a paltry 1.5 
pounds.) 

The Squares of the City by 
John Brunner - A science fiction 
novel based on an 1892 chess match 
between Steinitz and Chigorin. 

Searching for Bobby Fischer - 
A recent movie available on 
videotape, based on the true story of 
a young chess prodigy. There are no 
car chases, no gunfights, no sex 
scenes or foul language. Yet the 
movie is so well-done and so excit¬ 
ing that my seven-year-old daughter 
hauled out the chess board and 
wanted me to teach her how to play 
before the movie had even finished. 
Highly recommended. 

Finally, for casual browsing, I’d 
suggest a dictionary or encyclopedia 
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of chess. I guarantee you’ll find 
something amazing every time you 
pick it up. For example, The Pen¬ 
guin Encyclopedia of Chess (edited 
by Harry Golombek) has an entry 
for “shortest game”. At an inter¬ 
zonal tournament in 1970, Bobby 
Fischer opened with P-QB4 and his 
opponent, Oscar Panno, promptly 
resigned! Of course, there’s a story 
behind it.... 

FINAL THOUGHTS 

In August of 1994, reigning 
world champion Garry Kasparov 
played two games against Genius 2, 
a computer program designed by 
Richard Lang, an English physicist. 
Kasparov lost the first game, drew 
the second, then “stormed off in a 
huff’ according to Discover maga¬ 
zine (January 1995). 

Despite his disgrace (and if I had 
a PC), I’d buy Kasparov’s Gambit, a 
jam-packed program which features 
video clips of Kasparov, and verbal 
coaching tips delivered by the 
grandmaster himself. The other 
non-Atari program I’d buy is Na¬ 
tional Lampoon’s Chess Maniac 5 
Billion and 1. You can guess what 
it’s like. 

By the way, if anyone knows of 
an Atari chess program I’ve omitted 
here, please let me know c/o Atari 
Classics. The answer to the chess 
problem will be given in the next 
issue. 

I’ll leave you with this comment 
about a Soviet grandmaster: 
“Bronstein was constantly tor¬ 
mented by an almost painful long¬ 
ing to create something new, to 
reveal something hitherto un¬ 
known— His fantasy was a torrent 
which could not be damned.” (S. 
Gligoric) 
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a game by Ivan Mackintosh and Richard Munns 

distributed by Richard Core 
reviewed by lames Hague 


I ’ve gotten good at predicting 
what games will be like simply 
from their names. Anything with 
“snake” or “worm” in the title is a 


handyman named Bip. Bip is not, 
confined to the pipework, he can 
roam freely about the screen. 
There’s a two-player simultaneous 


change its direction. 

he goal is to stun Baddies and 
then use your shots to direct 
them into the pipes, or the bucket, 



clone of those old “eat things and 
grow longer” games, a la Snake 
Byte. Odd and complex science 
fictiony names, like Mirax Force, 
are usually scrolling shooters with a 
power-up that gives you a little 
rotating satellite buddy. Most easy 
to spot are games titled with 
permutations of the names of their 
famous predecessors. These are 


play mode, which lets player two 
assume the role of Bop, who, not 
surprisingly, bears a strong 
resemblance to Bip. 

At the beginning of a level, 
there are holes in the pipes. Out of 
these holes come the Tube Baddies- 
-little creatures that are deadly to 
the touch. After they emerge, they 
roam the pipe network, periodically 


at the bottom of the screen. This is 
simpler than it sounds. If a Baddie 
comes at you horizontally, shoot it. 
This starts it bouncing in a side to 
side pattern. Get above or below the 
stunned Baddie and shoot it 
vertically. This changes the 
direction of the bounce to up and 
down. When the Baddie hits the 
bottom of the screen in the course 



often suitable for publication in 
MAD Magazine: Aquanoid 
Defenda, and Ultris. If all else fails, 
simple word association usually 
comes through. If a name 
contains the word “toad,” I 
think “Frogger.” It’s this last 
rule that made me think 
Tube Baddies was going to 
be Tempest clone. I was 
wrong. And I was shocked. 

Tube Baddies is a hard 
game to describe. It’s the first 
game I’ve played in a long 
time that I can’t brush off 
with “it’s a clone of...” The 
main game screen is 
somewhat like an irregular 
Amidar grid, only instead ol: 
lines the maze-like walls are pipes. 


stopping to make new 

h n 1 p q from 


of this bounce, it will disappear 
into the pipes. This second 
shot seems to be necessary 
even if the first made the 
Baddie bounce up and 
down. It won’t go off the 
ttom of the screen unless you 
shoot it again (vertically). 

Knocking a Baddie into the 
bucket ups the Bucket Bonus. If you 
can finish a level, by eliminating all 
Baddies and patching all holes, 
before a timer runs down, you get 
1000 points times the Bucket 
Bonus. Finishing a level in the 
allotted time is not easy. Failure to 
do so simply forfeits the Bucket 
Bonus, it doesn’t hurt you 
otherwise. 

The areas of the screen not 


Along the bottom of the screen are new Baddies can jump out. You can covered by pipe, which are free from 
ends of pipes, sticking up like the patch these holes by pressing the non-stunned Baddies, are not always 


pipes you jump into in Super Mario joystick button when on top of one. safe. Bubble gum and spiderwebs 
Bros. At the center of this row is a Shooting a Baddie stuns it, causing slow you down. Solid walls block 


bucket. With a face on it. You are, it to move in the opposite direction your path (later rounds restrict you 


uh, a little droplet like thing. 
Wait....referring to the one-page 
documentation I see that you are a 


of your shot. It will bounce endlessly 
back and forth, between the screen 
edges, until you shoot it again to 


in maze-like ways). One minor 
complaint about the walls is that in 
some levels they are arranged in a 
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way that makes more sense for the 
two-player game than solo play* 
And there is the requisite mish- 
mosh of powerups. One freezes you 
temporarily. One ends the round. 
One patches all holes in the pipe. 
One reverses your joystick controls 
for a few seconds. One makes you 
invincible. There are more, but to 
be honest, I can’t figure out what 
they do. 

I’m sure my description makes 
the play mechanic sound awkward. 
It is not, though. It’s not as 
screamingly obvious as Pac-Man, 
but I picked it up within a few 
games. I like it that difficult, 
optional tasks are present, and you 
are justly rewarded for 
accomplishing them. Getting a high 
bucket bonus feels good, like it does 
to make a high-point squash or drop 
in Burger Time. And, boy, is it 
refreshing to play something that’s 
different. 


I think I see one of the big 
advantages of writing clones: that 
all of the gameplay details have 
already been worked out. Going out 
on a limb and writing something 
original leaves you open to make 
mistakes. The price of being 
creative, I guess. Tube Baddies has 
one such flaw and that is the lack of 
warning that a Baddie is about to 
come out of a hole. This is 
frustrating, because you are trying to 
get on top of holes to patch them. 
I’ve learned some ways to avoid 
getting nailed, like not making a 
mad dash for nearby holes at the 
start of a level, before the Baddies 
emerge, but I almost always end-up 
losing lives because of the sudden 
appearance of a Baddie a split- 
second before I lay down a patch. 

This doesn’t ruin the game, 
however. It is still different enough 
and fun enough that I want to keep 
playing. The two-player mode is a 


hoot. And the programming is 
suitably slick so that the game 
doesn’t look or sound at all dated. 
For me, Tube Baddies is something I 
hoped existed but never expected to 
find: an original game in the true 
classic Atari gaming sense. And yes, 
it is 1995. 

Tube Baddies is available from: 

Richard Gore 
79 Sprothrough Road 
Sprotbrough, Doncaster 
DN5 8BW 
England 

The price is 5 British pounds or 
11 U.S. dollars. While International 
Money Orders are accepted, it is 
recommended that U.S. customers 
send cash. The U.S. price includes 
shipping; other overseas customers 
need to add 2 pounds. 


ATARI 8—BIT SUPPORT FROM RICHARD PORE 

ARENA Top notch puzzle game. 64K XL/XE disk only. Price: £5 ($10) 

BUBBLE ZONE Fast action blast em. 64K XL/XE disk only. Price: £5 ($10) 

JAWBREAKER Classic maze game, 2 versions. 16K disk, tape, Rambit tape. Price: £4 ($8) 

MOUSEKATTACK Plumb the maze, 1/2 players. 48K disk, tape, Rambit tape. Price: £4 ($8) 

TUBE BADDIES Wonderful original arcade game, great graphics and music. 

64K disk only. Price: £5 ($11) 

BLACK LAMP Top quality arcade platform game. Fantastic graphics and sonics. 

64K disk only. Price: £5 ($11) 

GTRACKER Digitised sample sound sequencer, construct your own digi tunes. Stereo 

playback via a 'Gumby* compatible machine. With manual and support files. 

64K disk only. Price: £6.50 ($14) 

SUPER PRINT-LAB XE Mono design and print program. Support for Atari 1029 and 1020 

(in colour) printers and Epson compatibles. 

128K XL/XE disk only. Price*. £6.95 ($15) 

Limited stocks of the following, order early:- 

S UMM ER GAMES £5 ($10), SO LAR STAR £5 ($10) both on disk and still shrink wrapped. 

To order contact: (E-mail: R.Gore@leeds.ac.uk) 

RICHARD GORE, 79 SPROTBROUGH ROAD, SPROTBROUGH, DONCASTER, DNS 8BW. ENGLAND 
Payments must be in UK pounds or for USA customers US dollars (cash only). 
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Spmer Coupon Madness. Only with Coupon. 

^ vNy v. h 1. .. A X.. .. .„ V . . . A ....._ 


old if not received b,y Nov 1, 1995 


^ Pkg 9 ^ 

100 disks with 
software ? on them 


' Pkg 1 

Atari Lab Set 

Interface, Light. 

- 

& Temperature X 

$14.95 

Atari Light Gun 
w/Bughunt 

^ $19.95 - 


r Pkg 6 ' 

SX212 Modem 
with SX Express 
& Cables 
. $19.95 . i 


l Pkg 4 

XEP80 80 Column 
W/Atariwiter 80 

$39.95 

requires monitor 


Atari Printer i 
Coupon Specials 

XDM121 Daisy Wheel 
letter quality $49.95 

XMM 801 Dot Matrix 
graphics printer $49.95 

1025 Dot Matrix Printer 
none graphic $49.95 

shipping $12 perpnnter 


4 Pkg 8 , 

Atari Touch Tablet' 
with Atari Artist & 

PBC 037 Picture disk 

$29.95 . 





Pkg 16 Trackball with Missle 

Command_$10.00_ 

Pkg 17 Paddle Contollers with 
Super Breakout __$10.00_ 



Item Quantity Price Total 


Pkg 1 $14.95 

Pkg 3 $19.95 

Pkg 4 $39.95 

Pkg 6 $19.95 

Pkg 8 $29.95 

Pkg 9 $10.00 

XDM121 $49.95 

XMM801 $49.95 

1025 _ $49.95 

Shipping _ 

The Grand Total 


Void if not received before Nov. 1 1995. HV The Grand Total 

Do not cut up your Atari Classic - 

sii-,= 522 = 5 r». B & C Computer Visions 

but get them to us with payment 

before Nov 1995. Add shipping 17 2 5 De La Cruz # 7 . Santa Q ara? Ca 95050-3011 (408)986-9960 


B & C Computer Visions 
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B & C ComputerVisions 

1725 De La Cruz Blvd #7 - Santa Clara, CA 95050-3011 07/26/95 


Phone Hours Tue - Fri 10am-6pm 
Retail Store Hours Tliur & Fri 10am-6pm 
Saturday 10am-5pm 

408-986-9960 

FAX: 408-986-9968 



XE COMPUTERS AND ACCESSORIES 



CP M P UI E EftS with Basic 


HDA014 65XE 64K . 105.00 

HDA008 130XE 128K 175.00 

HDA001 XEGM 64K . 95.00 

HDA040 XEGM 64K W/LG, J, & SW. 139.00 

HDA010 600XL 16K. 49.95 

RECONDITIONED: 

HDA017 800XL 64K (like new). 95.00 

HDA030 800XL 256K. 175.00 

HDA013 600XL 16K 39.95 

HDA012 600XL 64K . 59.95 

HDA015 800 48K . 59.95 

HDA009 400 16K . 24.95 


_ MODEMS 

HDA043 300 Baud XM301 w/disk soft.. 19.95 
PKG006 1200 B. SX212 With SX EXPRESS 39.95 
REQUIRE INTERFACE (850/PRCON) 

HDG03 6 FAST TALK 1200 BAUD . 19.95 

HDG029 1200 Baud SX212 . 29.95 

HDG054 2400 Supra . 49.95 

HDG006 2400 Modem Packard Bell ... 49.95 

__ DISK DRIVE S .. 

HDA018 810 Disk Drive(like new)... 80.00 

HDA023 810 W/HAPPY . 119.95 

HDA033 1050 Disk Drive. 175.00 

HDA007 1050 Reconditioned . 135.00 

HDA042 XF551 Disk Drive . 199.00 

HDA053 XF551 Reconditioned. 150.00 

HDA00X XF551 with 3.5" drive . 225.00 

Cassette Recorders 
HDA059 XC-12 Program Recorder NEW! 24.95 
HDA029 1010 Program Recorder . 29.95 


HDA002 1010 Program Recorder recon. 19.95 
B-BIT DRIVE ENHANCEMENTS 


ACA042 1050 US DOUBLER W/SPARTA DOS 44.95 

ACA011 1050 US DOUBLER NO DOS 24.95 

HDA055 XF551 5" TO 3.5" CONVERSION 59.95# 

HDA058 XF551 ADD ON 3.5" . 79.95# 

ACA008 810 HAPPY ENHANCEMENT. 49.95 

ACA007 1050 HAPPY ENHANCEMENT . 125.00 

ACA047 1050 HAPPY CONTROLLER . 29.95 

SCAN-ITi ARCHIVER EDITOR: 

ACA013 810 ARCHIVER CHIP W/Side PCB 39.95 

ACA015 810 HAPPY ARCHIVER . 29.95* 

ACA014 1050 HAPPY ARCHIVER . 29.95* 

ACA016 SUPER ARCHIVER UPGRADE .... 29.95** 

ACA012 1050 SUPER ARCHIVER CHIP ... 69.95 


* Rcq. HAPPY Installed,ACA014, OR ACA015 

# IIDA055 & IIDA058 do not include 3.5" drive mech. 

Don’t be sorry!!!!!! 

Get a Happy drive and backup your software. Now! 


ACA020 

ACA022 

ACA021 

PRA056 

ACA004 

ACA068 

ACA066 

ACA049 

ACA073 

ACA080 

ACA074 

ACA026 


Atari 

ACG133 

ACG086 

ACG012 

ACG097 

ACG089 

ACG077 

ACG072 

ACG084 

ACG085 

ACG098 


MEMORY UPGRADES 

48K KIT FOR 400 (SOLDER).... 14.95 
64K RAM FOR 600XL (PLUG IN). 19.95 
64K RAM FOR 600XL (SOLDER) . 18.95 

16K RAM PCB FOR 800/CHIPS .. 10.00 

128K RAM FOR XE GAME MACHINE 49.95 

288K FOR 800 With PCB'S. 100.00 

288K FOR 800/(2) 16K PCB'S . 120.00 

NEWELL XL 256K 29.95* 

NEWELL XL 1~4 MEG .. 49.95** 

NEWELL 6 5XE 1~4 MEG . 4 9.95** 

NEWEL 130XE 1~4 MEG .. 49.95** 

RAMBO XL 256K . 27.95* 

* Requires (8) 256K D1PPS 
** Requires (8) 1 MEG D1PPS FOR 1 MEG 
or (8) 4 MEG DIPPS for 4 MEG 


PERSONAL ACCESSORIES 
Calculators. Pocket to desktop. Call 
Atarian Cert Game Player Patch 3.00 
ATARI CLOTH SEW-ON LOGO .... 1.00 

ATARI LOGO BELT BUCKLE SMALL. 9.95 
ATARI ROUND LOGO STICK PIN .. 4.95 

ATARI LOGO STICK PIN . 4.95 

BLACK MUG/GOLD ARARI LOGO ... 7.95 

WHITE MUG/BLACK ATARI LOGO .. 6.95 

ATARI LOGO ALUMINUM 3/4"x 3/4" .25 

ATARI LOGO ALUMINUM 1/4" X 2" .10 
ATARI LOGO ALUMINUM Small Hex .10 



PCX30 PC Xformer 3.0 8-Bit 800/XUXE Emulator 
to run your 8-bit software on a PC Clone $29.95. 
Run your 8-Bit software on an IBM Style Computer. 
Does not run Atari disks directly, software must be 
transfered via modem or PC to SIO. PCSIO included. 
PCX40 PC Xformer 4.0 coming in August. 

PCSIO PC to SIO use PC Clone as a drive and 
printer for 8-Bit $5.(X). Shareware registration & 
adapter cable/inteifacc required. 


RAM 

ICG005 64K 4164 (SET OF 8). 15.00 

ICG004 256K 41256 (SET OF 8) . 15.00 

ICG008 1 MEG 41000 EACH . 6.00 

ICAO82 16K 4116 EACH . 2.00 

ICG464 4X64K 41464 . 7.00 


PST145 & PST345 ST Xformer run your 8-Bit 
software on an ST Computer $7.98. Requires cable 

C AS020 ST Xformer with SIO to ST cable $29.95 
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ATARI:DIRECT CONNECT NO INTERFACE 


HDA050 XDM121 Letter Quality DaisyW 99.95 
PKG005 XDM121 With Sheet Feeder ... 125.00 
HDA046 XMM801 Dot Matrix w/graphics 99.95 

HDA047 820 (40 COLUMNS) ... 14.95 

HDA003 1020 COLOR PLOTTER (40 col). 19.95 
HDA004 1025 DOT MATRIX (NO GRAPHICS) 75.00 

REQUIRE INTERFACE (850/PRCON/MPP) 

HDG032 STAR NX-1001 MULTI FONT - 159.00 

HDG020 STAR NX-1000 Demo . 99.95 


Note:Make sure software & printer are 
compatible. 



RIBBONS: 


RIBBONS: 

SUG500 Atari 820 Purple . 9.95 

SUG501 Atari 825 Black . 6.00 

SUG002 Atari XMM801/SMM804 Black... 9.95 


PRINTER: 

ACA028 MPP-1150 . 49.95 

ACA029 MPP-1151 (FOR 1200XL) 74.95 

ACA060 Microprint economy interface 24.95 
PRINTER fi MODEM (Cables Extra): 

ACA002 ATARI 850 INTERFACE..(RECON) 74.95 
ACA036 P:R: CONNECTION Special $$$ 49,95 


SUG514 Atari XDM121 Black Mylar.... 9.95 

SUG518 Atari XDM121 Black Fabric .. 7.95 

SUG504 Atari 1025 Spool Black.. 3.00 

SUG519 1025 OUTDATED RIBBON 12 Pack 5.00 

SUG510 NX-10/NP-10/NB-10 STAR Black 7.95 

SUG511 NX-1000/1001 STAR Black. 7.95 

SUG512 NX-1000 RAINBOW STAR . 10.95 

SUG069 NX-1020 STAR Black . 9.95 

PENS: 



ACG519 ATARI PRO JOYSTICK 7800 recon 9.95 

ACG503 EPYX 500XJ JOYSTICK . 14.95 

ACG523 PROSTICK II JOYSTICK Toughest! 6.95 
ACG514 BP PROSTICK(STD W/GRIP HANDLE) 6.95 
ACG513 REMOTE CONTROL JOYSTICK (2). 19.95 

ACG506 SLIK STICK JOYSTICK . 9.95 

ACG530 TAC-30 JOYSTICK . . .,. ....... 16.95 

ACA520 ATARI CX-80 TRAKBALL . 9.95 

ACA518 ATARI TRAKBALL (RECON). 4.95 

ACA006 PADDLE CONTROLLERS ......... 9.95 

ACA053 ATARI LIGHT GUN/BUGHUNT - 44.95 

ACA505 BEST LIGHT GUN . 24.95 

ACA057 LIGHT GUN like new(UNBOXED) 19.95 


PRG045 PADDLE CONTROLLER POTS (2) 


CAG009 6 INCH MOUSE EXTENDER . 6.00 

CAG006 10 FOOT JOYSTICK EXTENDER ... 5.00 

CAA015 JOYSTICK REPLACEMENT CABLE .. 3.00 

PRG042 ATARI JOYSTICK PCB . 1.50 

PRG040 JOYSTICK INSERT (1) . 1.50 

PRG041 JOYSTICK HANDLES (2) . 3.95 

PRG055 PADDLE CABLE . 1.50 



CUSTOM FIT: 

ACA072 130/65XE BLUE W/ATARI LOGO . 9.95 


CUSTOM FIT: 

ACA072 130/65XE BLUE W/ATARI LOGO . 9.95 

GENERIC GREY NYLON: 

ACG150 UNIVERSAL COVER U2 . 7.95 

FITS 8Q0XL/810/1050/130XE/1027 

ACG151 UNIVERSAL COVER U4 . 12.95 

FITS 12" MONITOR 


SUG506 1020 PEN SET Black Atari ... 1.00 

SUG516 1020 PENS 10 SETS Black .... 5.00 

SUG507 1020 PEN SET COLOR Atari ... 3.00 

SUG517 1020 PENS 10 SETS Color .... 10.00 

PARTS: 

PRA082 1020 PEN Holder Wheel ...... 1.95 

PRG054 801/804 LOCK Lever . 5.00 

PRA083 XDM121 WHEEL 10 Courier .... 15.00 

PRA085 XDM121 WHEEL 12 Courier .... 17.50 

ACA081 XDM121 Sheet Feeder . 49.95 

PAPER: 

SUA004 820 PAPER (2 ROLLS) . 3.90 

SUA003 822 THERMAL PAPER (2 ROLLS). 3.95 

SUA001 1020 PAPER (2 ROLLS) . 3.95 

SUG003 ADDRESS LABELS PIN FEED 1000 7.00 

SUG037 ADDRESS LABLES PIN FEED 5000 19.95 

SUG008 DISK MAILER ENVELOPE . 1.00 


DISKSETTES: 

SUG052 5-1/4" ATARI FORMATTED. 10.00 

SUG067 5-1/4" OPTIMA IN PLASTIC BOX 5.00* 
SUG046 5-1/4" 810/1050 (not XF551) 3.00* 

SUG062 5-1/4" 810/1050/XF551 . 4.00 

NOTE: *NOT FOR XF551 
BULK DISKS: 

SUG016 5-1/4" BULK DISKS 10 . 2.95 

SUG017 5-1/4" BULK DISKS 100 . 20.00 

SUG018 5-1/4" BULK DISKS 1000 . 100.00 

Bulk disks may contain old software and may be 
write protected. Use ACG059 or ACG060 to notch. 
CLEANERS & MISC: 

ACG059 SQUARE DISK NOTCHER . 4.95 

ACG060 DELUXE SQUARE DISK NOTCHER.. 9.95 


SUG048 3-1/2 & 5-1/4 HEAD CLEAN KIT 9.95 
SUG022 5-1/4" WRITE PROT. TABS (100) 1.00 


SUG058 5-1/4" COLR VINYL SLEEVES 12 1.50 

HOLDERS: 

ACG04 2 5-1/4" DISKMINDER 75 . 4.95 

ACG250 5-1/4" MEDIAMATE 50 . 8.95 

SPECIAL ATARI GREY CARTRIDGE FOLDER 4.95 

ACG061 Cartridge FLIP & FILE . 4.95 

(holds 8 cartridges and 10 5-1/4" disks) 

ACG073 MULTI MEDIA . 7.95 


ACG152 UNIVERSAL COVER U7 . 8.95 (CD’s,40 5-1/4" &3-1/2"disks) 

FITS 800/1200XL/STAR PRINTER/ ACG074 FLIP & FILE All Media . 9.95 

825/XDM121/XMM801 (CD’s, 140 5-1/4" & 3-1/2" disks) 

ACA059 130XE KEYBOARD SKIN . 19.95 
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SERVICE MANUALS 

SAMS COMPUTERFACTS: 

FSAOOl 400 Computer .. 9.95 

FSA005 810 Disk drive . 24.95 

FSA007 1025 Printer . 9.95 

FSA006 1050 Disk drive . 24.95 

FSA003 800XL Computer . 24.95 

ATARI FIELD SERVICE MANUALS: 

FSA013 130XE Computer Tech notes .. 10.00 

FSA014 400/800 Computer .. . 25.00 

FSA015 800XL Computer .. 20.00 

FSA025 600XL Computer . 20.00 

FSA011 1050 Disk drive . 20.00 

FSA016 810 Disk drive . 20.00 

FSA024 XMM801 Printer . 20.00 

FSA017 820 Printer . 5.00 

FSA018 825 Printer .. 20.00* 

FSA020 850 Interface . 10.00 

FSA008 1010 Recorder . 5.00 

FSA009 1020 Printer . 5.00 

FSA010 1025 Printer . 20.00 

FSA012 1200XL Computer . 20.00* 

FSA022 CX22 Trackball . 10.00 

FSA026 2600 VCS . 20.00 

SPECIAL 5200 GAME MACHINE . 20.00 


SPECIAL7800, XEP-80 & XF-551 SCHEMATICS CALL 



COMPUTER/PARTS 

PRA005 400 Printed Circuit Board PCB 10.00 

PRA021 800XL PCB . 7 5.00 

PRA091 65XE PCB . 75.00 

PRA092 130XE PCB . 125.00 

PRA093 XE GM Main PCB . 75.00 

PRA022 1200XL PCB (64K). 40.00 

PRA035 800 MAIN PCB W/ALL CHIPS ... 10.00 

PRA030 800 CPU,GTIA,6502 & ANTIC PCB 10.00 

PRA057 800 10K ROM PCB.. 10.00 

PRA055 800 POWER PCB..... 5.00 

PRA019 800 PCB SET WITH MAIN,CPU, 

10K OS, POWER AND RAM... 40.00 

PRA020 800 PCB SET LESS RAM . 30.00 

PRA025 800 SPEAKER . 2.00 

PRA082 1020 PRINTER PEN HOLDER WHEEL 1.95 

PRA004 RF MODULATOR 600/800XL . 7.25 

.PRA023 RF MOD 65/130XE . 14.95 

PRA024 RF MODULATOR XEGM . 12.00 

Keyboards (internal): 

PRA002 400 MEMBRANE . 10.00 

PRA031 800 (NEW). 30.00 

PRA007 800XL (RECON) . 25.00 

PRA079 65XE/130XE/. 30.00 

PRA018 1200XL . 25.00 

PRA084 XE GAME MACHINE . 30.00 

PRA089 XE GM with case & cable .... 39.95 

ATHW-3 


DIAGNOSTICS 

PRAO90 PBI Diagnostic for 130XE ... 29.95 

PRA008 1050 DIAGNOSTIC DISK. 15.00 

(NOT FOR MODIFIED DRIVES) 

PRA084 810/1050/XF551 2 HOUR TEST . 15.00 

PRA009 810 DIAGNOSTIC CART. 15.00 

PRA010 SALT 2.07 400/800 CART . 15.00 

PRA011 SALT SE 800XL/XE CART . 15.00 

PRA012 CPS SUPER SALT CART . 15.00 

PRA014 SUPER SALT TEST FIXTURE .... 50.00 


DRIVE PARTS _ _ 

PRAO61 810 SIDE WITH DATA SEPARATOR 15.00 

PRA058 810 ANALOG BOARD .. 10.00 

PRA060 810 POWER BOARD . 15.00 

PRA032 810 MPI DRIVE MECH . 25.00 

PRA033 810 TANDON DRIVE MECH . 50.00 

PRA034 810 PCB SET/DS/SIDE/PWR/ANLG 40.00 
HDA027 810 DRIVE/BASE (NO CASE).... 50.00 

PRA042 810 TANDON DOOR . 8.00 

PRA038 810/1050 TANDON DRIVE BELT . 7.95 

PRA077 1050 WORLD STG DRIVE BELT... 7.95 
PRA048 1050 TANDON TRK ZERO SENSOR. 12.00 

PRA047 1050 WRLD STG TRK ZERO SENSOR 12.00 
ACG087 STICK-ON DRIVE NUMBER LABELS. 1.00 
PRA041 1050 DRIVE MECH TANDON ..... 75.00 

PRA088 1050 PCB . 50.00 

PRA072 XF5551 MECH ATARI . 75.00 

PRA086 XF551 MECH GENERIC . 50.00 

PRA087 XF551 PCB .. 95.00 


INTEGRATED CIRCUITS 


ICA296 

800 ANTIC . 

C012296 

5.00 

ICA377 

800 CPU 6502 . 

C014377 

5.00 

ICA299 

810 ROM C . 

C011299 

5.00 

ICA329 

810 FDC WD1771.. 

C014329 

5.00 

ICAO99 

850 ROM B . 

C012099 

5.00 

ICA541 

1050 EPROM L . 


5.00 

ICAO01 

1050 FDC WD2793 ... 


19.95 

ICA303 

ASSEM REV B . 

. C060303 

7.50 

ICA502 

BASIC REV A CHIP SET . 

5.00 

ICA947 

BASIC REV C . 

. C02494 7 

12.00 

ICA991 

FREDDIE . 

. C061991 

12.00 

ICA805 

GTIA .. 

. C014805 

5.00 

ICA745 

MPU 6507 .. 

. C0107 4 5 

5.00 

ICA499 

OS ROMS (499B-599B) . 

5.00 

ICA795 

PIA 6520 . 

. C014795 

5.00 

ICA750 

PIA 6532 . 

. C010750 

5.00 

ICA294 

POKEY . .. 

, C012294 

5.00 

ICA328 

RAM 6810 . 

.C014328 

5.00 

ICA44 4 

VCS TXA 444 . 

. C010444 

5.00 

ICA697 

XL/XE ANTIC . 

. C021697 

12.00 

ICA618 

XL/XE MMU . 

.C061618 

5.00 

ICA598 

XL/XE OS . 

. C061598 

12.00 

ICA806 

XL CPU ... 

. C014806 

8.00 

ICA472 

XL DELAY . 

.CO60472 

5.00 

ICA953 

XE GATE ARRAY. 

. C025953 

12.00 

ICA696 

XF551 ROM . 

. C101696 

15.00 

ICA235 

XF551 CPU . 

. C070235 

10.00 


POWER ADAPTERS 


PRA001 

400/800/810/1050/XF551/1200XL 

9.95 

PRA053 

XL/XE COMPUTER - 1 

AMP. 

15.00 

PRA006 

XL/XE COMPUTER - 1 

.5 AMP. ... . 

20.00 

PRA029 

2600VCS/XEP80/SX212 . 

9.95 

PRA017 

830/835 MODEM. 


9.95 

PRA026 

1010 PROGRAM RECORDER.. 

5.00 

PRA027 

1030 MODEM. 


9.95 

PRA028 

1027 PRINTER 1090 

interface 

10.00 

PRA052 

5200 GAME MACHINE. 


10.00 

PRA050 

7800 GAME MACHINE 


15.00 
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ACA061 XEP 80 COLUMN INTERFACE.... 49.95* 
PKG004 XEP80 W/Atariwriter 80 .... 59.95* 

*Requires monitor for 80 column. 

Now get true 80 column on-line with your 
Atari computer. You need XEP-80, a good 
monitor, Sparta DOS X, the Express 
Terminal cartridge and of course a modem. 


ACA086 MIDI MATE interface no soft 49.95 
ACA037 MIDI TRACK II with software 69.95 
ACA038 MIDI TRACK III for 130XE 69.95 

ATD9.48 MIDITRACK II TO III upgrade 20.00 
ACA043 R-TIME 8 clock cartridge .. 49.95 

HDA054 BLACK BOX upgrade . 199.95 

HDA056 EPROM Programmer . 169.95 

ACA046 EPROM CART with BANK SELECT 14.95 
PRA016 CARTRIDGE CASE FOR PRA062/65 .75 

PRA062 EPROM cartridge pcb 16k 2X2764 5.00 
PRA065 EPROM cartridge pcb 8k 2x2532 4.00 

ACA027 ANIMATION STATION . 79.95 

ACA078 LIGHTPEN Atari . 14.95 

ACA550 NUMERIC KEYPAD . 9.95 

ACA005 FASTCHIP For 800 (NEWELL)... 19.95 
ACA023 OMNIVIEW 80 For 64/256XL ... 29.95 

ACA076 OMNIMON 400/800 W. Onmiview. 29.95 
ACA075 OSNXL OP SYSTEM (XL/XE) .... 29.95 

ACA025 RAMROD XL Without Omnimon .. 19.95 

ACA044 RAMROD XL/XE With Omnimon .. 49.95 

ACA077 RAMROD 800 With Omnimon .... 39.95 

PKG001 AtariLab with temp & light .. 19.95 
ATC045 AtariLab Starter with temp .. 14.95 

ATC046 Atarilab Light add on . 14.95 

ACG050 POWER STRIP With 6 Outlets . 14.95 


CABLES 

CAG030 RF SWITCH BOX ELIM CABLE ... 2.00 

CAA010 RF CABLE FOR 800 COMPUTER... 3.00 

CAG017 MIDI CABLE 6 FT. 5.9 5 

CAG028 MIDI EXTENDER CABLE 10' .... 10.00 

CAA011 825 ADAPTER TO PARALLEL CABL 15.00 
SPECIAL 8-BIT: 

CAA007 3 FOOT 13 PIN I/O CABLE .... 9.95 

CAA008 5 FOOT 13 PIN I/O CABLE .... 10.95 

CAA009 6 FOOT 13 PIN I/O CABLE .... 12.95 

CAA001 850 TO 825 PRINTER . 10.00 

CAA002 850 TO PRINTER-PARLLEL. 15.00 

CAA003 850 TO MODEM . 15.00 

CAA004 850 TO TERMINAL . 15.00 

CAA005 COMP COLOR MONITOR GENERIC . 10.00 

CAA006 COMP COLOR MONITOR (CX-89).. 10.00 

CAA012 COMP MONO MONITOR(CX82) .... 5.00 

OWNERS MANUALS 

BKA073 400 Computer . 5.00 

BKA074 800 COMPUTER . 5.00 

BKAO70 600XL COMPUTER . 5.00 

BKAO71 800XL COMPUTER . 10.00 

BKA056 XEGM COMPUTER . 10.00 

BKA081 65XE/130XE COMPUTER . 10.00 

BKA076 810 DISK DRIVE . 5.00 

ATD840 1050 DISK DRIVE W/DOS 2,5... 10.00 

ATD844 XF551 DISK DRIVE W/DOS XE .. 10.00 

BKA082 XMM-801 Printer . 10.00 

BKA069 XDM-121 Printer . 10.00 

BKAO80 820 PRINTER . 5.00 

BKA075 825 PRINTER . 10.00 

BKA079 850 INTERFACE . 5.00 

BKA078 1010 PROGRAM RECORDER . 5.00 


ACA079 Touch Tablet- Atari original 34.95 


_ CONNECTORS / ADAPTER -- 

ACA045 I/O EXPANSION BOX - 3 WAY .. 19.95 
PRA051 13 PIN I/O CONNECTOR FEM.... 4.00 
PRA015 13 PIN I/O CONNECTOR PCB MALE 3.00 
PRG043 9-PIN JOYSTICK SOCKET (2) PCB 1.00 
PRA074 RF TV SWITCH BOX 300 OHMS.. 2.50 
PRA075 RF TV SWITCH BOX 75/300 OHM 3.50 
PRA076 RF DELUXE SW BOX 75/300 OHM 3.95 



BOOKS 

BKAO01 YOUR ATARI COMPUTER . 12.95 

BKA036 DE RE ATARI . 14.95 

BKA013 BEST OF ANTIC/ANTHOLOGY .... 12.95 

BKA034 ATARI BASIC REFERENCE MANUAL 5.00 
BKA040 DOS II REFERENCE WITH DISK . 10.00 

BKA014 MASTER MEMORY MAP . 10.00 

BKA066 MASTER MEMORY MAP ABREV. 4.95 

BKA046 400/800 TECH. REF. NOTES SET. 10.00 
BKA050 1200XL SUPPL.TO TECH REF .. 5.00 

BKAO51 810 DOS UTIL. SOURCE LISTINGS 5.00 

BFA045 850 TECHNICAL MANUAL . 10.00 

BKA039 ASSEMBLER EDITOR MANUAL .... 10.00 

BKA068 SPARTA DOS CONSTUCTION SET . 19.95 

BKA043 101 PROGRAMMING TIPS/TRICKS 5.00 
BKA067 KIDS ATARI BASIC MANUAL .... 5.95 

BKA016 ASTROLOGY (WITH DISK) . 7.95 

BKA015 ASTROLOGY (YOU TYPE) . 5.00 

BKA021 ATARI BASIC (SELF TEACHING). 5.00 

BKA012 COMPUTER PLAYGROUND . 9.95 

BKA018 FORTH ON THE ATARI . 5.00 

BKA060 BASIC LEARN BY USING W/DISK. 7.95 

BKAO.17 BASIC LEARN BY USING . 5.00 

BKAO61 GAMES FOR THE ATAI W/DISK .. 7.95 

BKA057 GAMES FOR THE ATARI . 5.00 

BKA059 HOW TO PROG IN 6502 ML W/DISK 7.95 
BKA044 HOW TO PROG IN 6502 MACH LNG 5.00 

BKA029 PROGRAM DESCRIPTION I . 3.95 

BKA032 INSIDE ATARI BASIC . 5.00 

BKAO31 KIDS AND THE ATARI . 11.95 

BKA063 LOGO REFERENCE MANUAL SET .. 10.00 

BKA03 5 MICROSOFT BASIC II REF. 10.00 

BKA053 PILOT STUDENT REF. GUIDE ... 5.00 

BKA054 PILOT PRIMER (TEACHERS) .... 5.00 

BKG025 QUEST FOR CLUES . 24.95 
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A A-T-4-R—I A 

Answers, Tips And Relevant Information 


UTIL.EXE, Touch Tablets, Atari Writer + Companion Paul V. Alhart 


UTIL.EXE Addendum 

Last A-T-A-R-I I talked a little 
about UTIL.EXE. This great utility by 
Charles Marslett configures you PC’s 
floppy drive to read/write/format Atari 
double density disks. While using my 
PC at work to read several long Atari 
files I occasionally got a few read errors. 

I had back up copies of these files on 
the flip side of the same disk and 
noticed I never got any errors when 
reading these back up files. Ah Ha! I 
put a write protect tab on the disk and 
tried again. No luck. On a hunch I put 
a write protect tab over the sector index 
hole of the disk. This is the round hole 
hear the hub. Bingo! I was then able to 
consistently read all the files with no 
errors. With the index hole covered, 
my PC floppy drive will still read & 
write properly to the Atari disks, but 
will not format them. I hope this tip 
will help other users of UTIL.EXE 

Atari Touch Tablet 
Conversion 

I have never been able to draw. 
Back in elementary school where my 
favorite Aunt was the art teacher, I still 
failed art class. Nevertheless, a Koala 
Pad has been an indispensable part of 
my computer hardware for many years. 
No longer do I draw stick figure birds 
and such, but instead use the Koala Pad 
for tasks like drawing electrical 
schematics to accompany my A-T-A- 
RT columns. A back up pad seemed 
like a good idea, but I was never able to 
find one. I did however find an Atari 
Touch Tablet at a garage sale. It looked 
clean and the price was right so I took 
it home and plugged it in. That’s when 
I learned that there is a slight difference 
between the Koala Pad and the Atari 


Touch Tablet. The vertical output is 
reversed. Using my Koalapainter soft' 
ware, when I moved the pen up, the 
cursor moved down. Also, the button 
on the pen performed the function of 
the right tablet button. I would prefer it 
to perform the function of the left but¬ 
ton. Many software packages like Print 
Shop let you select which input device 
you are going to use so this is normally 
not a problem. Since I didn’t get any 
software with the Touch Tablet, and 
was quite happy with the Koalapainter 
software I was already using, it was a 
problem for me. The Touch Tablet got 
put away and forgotten for some time. 

The Rest of the Story 

Last Christmas Santa decided to let 
me buy myself a new oscilloscope. Like 
a kid with a new toy I started probing 
everything I could find. One of those 
things was that forgotten Atari Touch 
Tablet. In the process I discovered that 
I could modify it to emulate my Koala 
Pad. It could be hard wired to emulate 
the Koala Pad but I chose to add a 
TPDT switch so I could go back and 
forth between the two. I am not going 
to present you with a step by step pro¬ 
cedure at this time. I will however tell 
you what needs to be done. If there is 
enough interest I’ll include a step by 
step in a future A-T-A-R-I. 

The touch pad plugs into connector 
CN3. Pins 2 & 3 need to be reversed. 
NOTE: pin 1 is nearest the center of 
the PC board. I found the easiest way to 
accomplish this was to remove CN3 
from the board, fold pins 2 & 3 back 
out of the way, and reinstall CN3. Use 
hook up wire to connect pins 2 & 3 to 
the PC board CN3 traces 3 <Sl 2. This 
takes the vertical problem. 


The pen is connected to the PC 
board at CN4. You will need to cut the 
trace that runs from CN4 to the switch 
logic. Looking at the solder side of the 
PC board the trace to cut runs down 
from the right edge of CN4 and is about 
1 inch long. Solder a piece of hook up 
wire to the CN4 side of this cut trace. 
Directly below CN4 you will find 4 
solder pads in a vertical line. Connect 
the other end of the wire to the right 
most pad which is the left switch logic. 

Atariwriter+ 

Judging by my mail, none of my A- 
T-A-R-I columns generate as much in¬ 
terest as those that deal with 
Atari Writer+. Over the years these 
columns have appeared in ANTIC, 
AIM, and AC and have included many 
useful tips as well as several type-in pro¬ 
grams to modify the AW + disk. Things 
like presetting the Global defaults and 
screen colors, disabling the RS-232 
loader, speeding up the key repeat rate, 
and adding your own custom screen 
fonts and printer drivers are just a few 
of the topics that have been covered. 
Due to popular demand, all my past 
AtariWriter+ related articles and type- 
ins have been gathered together and 
put on disk. 

The AtariWriter+ Companion 
contains 10 informative full length 
columns and 6 ready to run BASIC 
programs. See what you have missed. 
See what amazing things you can coax 
AtariWriter+.to do. Order your copy of 
The AtariWriter+ Companion today 
for only $5 from: 

Paul V. Alhart 
524 North Zee St. 

Lompoc, Ca. 93436 
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Got a non-standard printer on your word 
processor? Here is one users solution. 



ENVELOPES, 

TEXTPIO, 

ATA1IW1ITE® 

PLUS 

AND TH£ JUKI 6000 
Printer 

by Roily Herman 

Most of us that write letters, texts, 
and documents, use word processing 
programs that we have mastered well 
enough to suit our needs. The text is 
usually printed out on standard sized 
paper; often tractor feed paper. But 
what about envelopes? I know the 
answer. Print up a batch of labels for a 
large mailing and stick the labels on 
the envelopes. That is fine. But what 
about the occasional letter to mom, or 
to a friend, or to the retail store about a 
billing error? A single envelope doesn't 
work well in a typical older model 
tractor feed printer (some of the newer 
printers do accommodate envelopes). 
And printing up a single label is more 
trouble than it is worth. You may as 
well address the envelope by hand! 
Here is my solution to the envelope 
problem. 

I am using my Atari 130XE with a 
Star NX" 10 dot matrix printer loaded 
with tractor feed paper. That is for the 
letters or documents. 1 have set up a 
Juki 6000 daisy wheel printer with an 
A-B switch so that I can switch back 
and forth from the tractor feed printer 
to the Juki. The Juki does NOT have a 
tractor feed. It was designed for single 
sheets of paper. The roller works like 
an old fashioned typewriter, and has an 
adjustment for the tightness holding 
the paper. It readily accepts envelopes 
and it works well with them. There is 
only one problem. This printer was the 
bottom of the Juki line, and it has no 
bells or whistles. One of the features 
that is missing is a bank of DIP 
switches. DIP switches are used to 
configure a printer to a particular 
computer. The factory setting for this 
printer is NOT set for our Atari 8 bit 


computers. It does NOT do an 
automatic line feed with a carriage 
return. Therefore, if no special codes 
are incorporated in the text, it will not 
do any line feeds and will type each 
line over and over on itself. I assume 
that a printer driver could be made up 
for it to take care of this problem. 
However, it is compatible with the Star 
driver in all respects except this line 
feed, and if it had a different driver, I 
could not switch back and forth easily. 

There is a rather simple solution. It 
is the ASCII code 34; the quote 
symbol. That is the code needed to 
send to the Juki to have it do a line 
feed with a carriage return. 

I use Textpro and AtariWriter Plus 
as my two favorite word processors. I 
will describe the methods for using 
envelopes with the Juki with each of 
them. 

For TextPro, there are several ways 
to do it: 

METHOD A 

1. On the top line of the text, press 
the escape key twice [ESCAPE] 
[ESCAPE] then press the shift key and 
the numeral 2 [SHIFT] [2]. These key 
strokes will create the escape symbol 
and the quote symbol on the screen. 


2. Type in the Textpro codes for 
the top and bottom margins, and type 
in your return address. 

3. Type in the proper spacing to the 
right and down so the addressee is 
centered on the envelope, and type in 
the addressee; 

4. Save this as a file. 

5. Anytime you need to address an 
envelope, just put it in the Juki, load 
the file, and just change the addressee. 

METHOD B 

1. Press control and the semi-colon 
key. Then answer YES to the three 
questions. 

2 Follow steps 2 through 4 as- 
above. 

METHOD C 

1. Make print keys for the escape 
key and the quote key. Escape is 
decimal 27, and quote is decimal 34. 

2. I used INVERSE 1 for the escape 
key and INVERSE 2 for the quote key. 
Any inverse numeral or inverse upper 
case letter may be chosen. To produce 
the inverse characters, Press SELECT 
and the chosen numerals or upper case 
letters. 

3. To define the print keys, go to 
the top of the document and type 
[First Inverse character] [ = ] [27]. 
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4. On the next line type [Second 
Inverse Character] [ = ] [34]. 

5. On the next line type the first 
inverse key and the second inverse key. 

6. If < > signifies inverse, here is 
how mine looked: 

<1>=27 
<2> —34 
< 1 >< 2 > 

Text: 

7. Save the file, or Save as a 
configuration file by pressing SELECT 
CONTROL S and giving a suitable 
Drive number and name. The file will 
have an extension of CNF on it. See 
the TextPro doc for further details. 

For Atari Writer Plus, at the top of 
the text, type [Control] [O] [27) 
[Control] [O] [34]. 

The control O is the equivalent of 
escape in AtarWriter Plus, and the 34 
is the equivalent of the quote key. 

Then set up the margins for your 
return address and the spacing for the 
addressee. Then SAVE the file. 

I have saved these files on the 
corresponding word processing disks, 
and I use them whenever I need to 
print out envelopes. If the letter is a 
formal type of business letter with the 
addressee typed in, I even save key 
strokes by merging the address into the 
envelope file. Here's how: 

1. Save your letter to disk or 

RAMDISK; 

2. Load the envelope file; 

3. Merge the letter file with the 
envelope file at the addressee location; 

4. Delete everything before the 
addressee, and everything after the 
addressee; 

5. Set up the Juki printer with the 
envelope and print it out. 

The codes mentioned above do not 
print out on the envelope. I set the top 
margin and the left margin to zero for 
my return address. Depending on the 
size of the envelope that I use, I set the 
page length, a new left margin and I 
skip a few lines for the addressee so it is 
centered on the envelope. 

I hope that this helps solve the 
envelope problem. 


r- 5. 

MICRO-DISCOUNT 


The complete Mail Order 
service for Atari XL/XE users 

28 th February 1995 





Atari 130XE ONLY 


Micro-Discount is one of those European Atari suppliers 
that can add a iot to your computing enjoyment if you 
are an 8-bitter. For one, they are a source of T-34, the 
Polish tank game, as well as Brundles and others. The 
illustration above is a copy of a copy of their latest 
catalog / newsletter. I'm going to write to them for my 
own original - why don't you? 

Micro-Discount 
265. Chester road. 

Streetly 
West Midlands. 

B74 3EA England 
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DEAN GARRAGHTY - FQR ATARI 8-BIT SUPPORT 

00^1^51 PLEASED to announce that we can now sell power per post 
PRODUCTS TO ANY COUNTRY (EXCEPT GERMANY AUSTRIA AND SWIT7FRI amhiwf 
HAVE THE FOLLOWING PRODUCTS FROM PPP AVAILABLE FOR IMMEDIATE SHIPPING 

PRICES ARE SHOWN IN US$: 

QUICK Programming Language with Support Disk 1: $35.00 

Support Disk 2 for use with QUICK: $10.00 

S.A.M. (Screen Aided Management) 80 column Desktop System: $25.00 
S.A.M. Budget. A spreadsheet program for use with S.A.M.:$15.00 

^ .M- Utilities 1. Add-on for S.A.M. Contains S.A.M. to MicroPainter conversion and S.A M to ASCII conversion Ynu’ll 
need this disk to convert files from parts of the S.A.M. package for use with other packages.': $8 00 C ° nVerSIOn - You 11 

S A M- (Screen Aided Management) 80 column Desktop System With SAM Budget (s/sheet), and Utils. 1 Pack: $40.00 
S.A.M. Designer. DeskTop Publishing package for S.A.M.: $15.00 

Quick Ed. A character set editor for joystick, mouse, or TouchTablet (DOES NOT NEED QUICK TO RUN): $10.00 
Glaggs It! (game): $10.00. Rubber Ball (game): $10.00. Minesweeper (game): $10.00. Bombi (game): $10.00. 

*** PPP GAME PACK. All four above games for: $30.00 the set *** 


OUR OTHER PRODUCTS! 

Digi-Studio. Digitized sounds and music package: $12.00 
Alien Blast. A Space Invaders game for Light Gun only: $10.00 

Demo Maker Pack. Create simple demos with pictures, scroll lines, and music. Comes with Edit 7, a mode 7 qraphics 
package, and an extra disk for using mode 8 and 15 pictures in your demos: $10 00 
Maze Pack 1. Contains Jawbreaker and Mousekattak from Sierra-on-Line: $15.00 

I his .. l J seful . pro 9 ram is loaded before you boot your word processor, graphics package, etc. and sits in the 

a ritk Np Thk f ip y ? U | m ° Prm frorT ; | y our chosan P acka ge- Now P-F springs into life and allows you to re-direct the print to 
a disk file This file will then contain all commands that were to go the printer. This means that you can then print this file 

ram DOS, etc. without the original package being present. P-F also comes with an editor so you can join lots of files 

s,and - aione ,iie - You ran mix “■ whics ’ ,L ^ °' 

code^you^have AN^wkward^ape you P are°transfer:'^!o!oo ' diSSaSSembler which allowsto 

th!T w D lnri 2? 14 issues of our old disk-based magazine. They all contain LOADS of articles and programs from 

the UK and other countries. Great reference material: $15.00 the set M y 

News-Paper Pack 15-19. All 5 issues of our paper-based magazine (continued on from News-Disk)- $10 00 

News-Paper on Disk. Issues 20-22 are currently available on disk with a printed cover. You print out each formatted pane 
from the disk to create a full magazine: $2.00 per issue (or all 3 issues for $5.00). Tormaneo page 

^n^t a ^ e nu\ri! y DlSk 1 T S' S d '! k c ° nt . ains bits and P ieces we couldn’t include in the News-Papers 15-19. It contains 
b ° At ? S ° f ! U CK ,?/ C Tu COde and mcludes a fuN Eur °P ean 'Style demo written in QUICK with source code- $5 00 

JS? r 3 t UP9rade f ° r X f 12/101 ° data reCorders ' Allows special| y converted ta P es t0 'cad 

^ lm f fester than usual. Comes with conversion software on tape. Easy 15 min installation - $27 00 

^9 cZ a Jr £ C T nt ' y hav !T r l 80 double slded PD disks availaWe - We can AC readers the special price of 

just $2.00 per disk on 5 or more disks. See our catalogue for a full listing. 

QUOTED are IN US$. PAYMENTS SHOULD BE MADE IN CASH A FULL PATAI nr i if 

FOR SHIPPIN<TTO*YOURTO-S!L^R-DBRVALl?Ef PLEASE s!ND*&V^RlG^'E^EDftlAIL^/F*SEND|h^A^ 

LOT OF CASH. 
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DEAN GARRAGHTY, 62 THOMSON AVE, BALBY, DONCASTER, DN4 ONU ENGLAND 

PHONE:+44-1302-855-026 
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H ave you ever wanted one of those 
nice ramdisk handlers built right 
into your operating system? How about 
a high speed SIO routine hiding in your 
OS code that you can use with your 
USDoubler? Maybe you needed the 
400/800 OS for a favorite oldie that will 
not run on the XL operating system? 
Re-define the function keys right in the 
OS on your 1200XL? Modify the OS for 
Nir-PAL or the 65816? Built in moni¬ 
tor? Basic extensions? The list goes on 
and on. When these types of hacks are 
right in the OS, they don’t take up any 
of your memory, don’t require loading 
from disk and work with almost any 
DOS. So, how come you don’t have 
them? Well, the reason you don’t have 
any or all of these features now is 
twofold: you need an EPROM burner to 
make the OS EPROM and you can’t 
put everything in one set of code (and 
expect it to work with a reasonable 
number of programs). This means that 
you would be required to open up your 
computer and change OS chips or have 
some sort of kludge, switching thing 
under the covers. What the average 
user needs is an upgrade that allows him 
to easily load any OS he requires at the 
moment and make it permanent thru 
power cycling (without buying an 
EPROM burner and burning dozens of 
OS chips). If you have something like 


The Hack 

SmartOS is a RAM chip that is 
powered by the Dallas Smart Socket. 
This “socket” is actually a small PC 
board with logic and a backup battery 
that is built into a standard IC socket. 
Once a low powered CMOS RAM is 
inserted in the socket, the battery 
maintains the data in the RAM for up 
to 10 years—making it equivalent to an 
EEPROM or EPROM. Once the RAM 
is loaded, you can power off your com¬ 
puter, go on a two week vacation and 
everything you did will be there when 
you power on again. The beauty of this 
setup is that the RAM is just that, 
RAM. You need no special sequencing 
to write to it, no “programming”, noth¬ 
ing. This is a perfect way to do last 
month’s Nir-PAL OS changes without 
the necessity of burning a new EPROM 
(along with a hundred other things...). 

More Features 


In addition, the creator of this hack 


t couldn’t resist throwing a 


programmable internal cartridg 


there—as well as the address space 


from $D600 to $D7FF. This gives 


you the ability to boot with some 
thing other than BASIC rev.B as 
your internal cartridge. Normally 
you boot into BASIC when you 
power on your XL/XE, unless you 
hold ^ down OPTION 


that, you can whip up any kind of OS 
hack you like, effortlessly! So, here it 


With a programmable internal 
cartridge, you can boot into any 8K 
cartridge on power up. Just load the in¬ 
ternal cartridge space with code and 
you’re set! Your custom cartridge will 
survive power down as well as errant 
code trying to overwrite what you have 
loaded—just like the ROM that it re¬ 
places. Also, the 512 bytes at memory 
location $D600 thru $D7FF, which are 
normally not available, will now func¬ 
tion as persistent RAM—great for those 
routines that won’t fit anywhere else. 
The SmartOS will work in any of the 
XLs or an XE, with a little extra work 
required on a 1200XL. It will not work 
on a 400/800—sorry. 

What Does It Do? 

The upgrade allows you to switch 
select two functions. The first switch 
selects whether you use your OS ROM 
(for those functions that your new OS 
does not get along with) or use the 
SmartOS. The second switch write 
protects the RAM in the OS and inter¬ 
nal cartridge address space ($D600 - 
$D7FF are always writable). To give you 
a little more insight into how SmartOS 
functions, let me take you thru my cur¬ 
rent setup. I have the standard 800XL 
OS in ROM in my SmartOS board 
(any OS may be used if it is just a 16K 
EPROM or ROM). I 
have loaded this Atari 
OS into my SmartOS 
RAM and modified the 
color of my default 
GR.O screen to green 
instead of blue. I also 
loaded the internal 
cartridge space with 
my Atari Editor/As¬ 
sembler cartridge and 
$D600 with the 
CHKSUM.OBJ 
de. With the 
SmartOS switch 
in the ROM posi¬ 
tion, my 
1200XL 
boots up in 
blue with 

BASIC 

“H 1 (unless I 
hold down 


mi 1 


ypte 


(-These projects tend to remain unfinished. Proceed at your own risk. 
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OPTION, then it boots to DOS—just 
like any other XL). In the RAM posi¬ 
tion, the system boots a green screen 
with ED/ASM running (or DOS if I 
hold OPTION). Placing the SmartOS 
write enable switch in the “on” position 
will allow me to make any OS or 
cartridge code changes I wish; while 
leaving it “off’ protects them uncondi¬ 
tionally. With CHKSUM.OBJ in per¬ 
sistent RAM at $D600, anytime I want 
to re-calculate the OS checksum, I can 
GD600 from DEBUG without loading 
the CHKSUM.OBJ from disk. Of 
course, YOU can do whatever you want 
with your OS, internal cartridge and 
the 512 bytes at $D600. And, I am not 
limited to just my current configura¬ 
tion—a few minutes of disk action and 
I can have anything my little heart 
desires. Like the drivers for an IDE 
drive. A ramdisk handler. Floppy inter¬ 
face code. You name it. You write it. 
You load it. No EPROMs, no EPROM 
burners, no waiting. 

Operating Secrets 

OK, so how does this work? As I 
mentioned, the heart of this project is a 
Dallas SmartSocket. This intelligent 
device watches the power supply for 
any low voltage conditions. When it 
“sees” the +5 volts heading towards zero 
(which means the power has been 
turned off), it disables writing to the 
RAM and switches in it’s internal back¬ 
up battery. This keeps a glitch from 
writing garbage as the power falls and 
you lose logic integrity (as well as 
during power up, for the same reason). 
On powerup, once power is stable, the 
SmartSocket enables writing to the 
RAM, disconnects his battery and off 
you go. The socket does not come with 
a RAM chip installed—you provide 
that. There are versions that include 
the chip in an integrated package, but I 
like the ability to replace a bad RAM 
without throwing away the whole pack¬ 
age. You also may need to dump the 
contents of the RAM and the only way 
to do that may be to unplug it from the 
SmartSocket! I used a 32Kx8 RAM on 
SmartOS, which gives me an extra 16K 
bytes to put things in, like the internal 
cartridge an d $D6xx. These 


SmartSockets come in capacities up to 
512K bytes—maybe a nice permanent 
ramdisk for some future hack? 

Techie Talk 

So, this SmartSocket is wired in 
parallel with the existing OS ROM 
socket—pin for pin. Except for the -CS, 
R/W lines and the A14 address bit 
(refer to the schematic in Figure 1). 
The remaining circuitry has two sec¬ 
tions, chip select and write enable. 

Chip select is generated at Ul, pin 8 
and switched to either the RAM or 
ROM thru the SPDT switch. See the - 
OS line from the board that used to go 
directly to pins 20 and 22 on the OS 
ROM? This connection needs to be 
opened and re-routed to pin 12 of Ul 
where it will be ANDed with the inter¬ 
nal cartridge and $D6xx memory 
selects. From there, notice that 02 clock 
enables -CS to the memories (pin 9 of 
Ul). Running fast RAM without 02 
gating will cause subtle errors due to ad¬ 
dress bit skew. Pins 1,2 and 13 of U2 
supply the remainder of the -CS logic. 
If either -$D6xx, -$D7xx or -BASIC 
are active, A14 of the RAM is driven 
high, and -CS is generated. This has 
the effect of reading the OS ROM 
when you are switched to ROM and 
you read any of those three areas (inter¬ 
nal BASIC, $D6xx or $D7xx). You can 
verify this with ED/ASM . At $D600, 
you will see the code from the OS 
ROM at $F600! For this reason, the 
BlackBox and any other hacks that 
enable $D6xx will probably not work 
on SmartOS—regardless of where you 
place the RAM/ROM switch. If you 
face this problem, disable $D6xx (and 
$D7xx, if necessary) by disconnecting 
U2, pin 1 (and 2 -$D7xx) and wiring it 
to pin 13 (don’t just leave it open...!) 
Also disconnect the corresponding pin 
on U2, pins 9 and 10 (connect them to 
pin 11). 

The write enable section controls 
the R/W line to the SmartOS and in¬ 
ternal BASIC portions of the RAM. 
You need to be able to modify or load 
code in these addresses, but once 
loaded, they must not be allowed to be 
altered. $D600 - $D7FF are enabled for 
writing thru pins 9 and 10 of U2, while 


the switch wired to pin 11 of U2 
enables all of RAM to be written. R/W 
is gated at pin 5 of U1. 

Wiring It Up 

OK, enough theory stuff—let’s list 
some source pins. As stated earlier, all 
the lines from the OS ROM are con¬ 
nected to the Smartsocket except for 
pins 1, 20, 22, and 27. On my upgrade, 
I used the second ROM site on a 
1200XL for the SmartSocket, cutting 
away the pins that were altered and ad¬ 
ding point to point wiring. I have also 
used a rip-off board on an 800XL, plug¬ 
ging into the OS ROM site. Either way, 
the wiring is similar (and will be 
covered next issue). The remaining 
connections to the computer are: 

Line Name Source 


-OS pin 15 C061618 

-$D6xx pin 9 74LS138 

-$D7xx pin 7 74LS138 

-BASIC pin 13 C061618 

+R/W pin 36 CO14806 

+02 pin 39 CO14806 


And, of course, you need +5 volts 
and ground. Don’t forget to pull the in¬ 
ternal BASIC ROM, if you have one. I 
have used the Atari part numbers for 
the chips, although a 1200XL does not 
have a C061618 chip (it’s C060609). 
To do this hack on a 1200XL requires 
you to replace your 60609 with a 61618 
(as well as a little more wiring), OK? If 
you haven’t done this to your 1200XL, 
check in next issue or write to me. 


Parts list: 


74HCOO 

74HC10 

switches 

4.7k 

DS1213C 

60L256/43256 


4x2 NAND 
3x3 NAND 
SPST and SPDT 
l/4w resistors 
Dallas SmartSocket 
32Kx8 low power 
static RAM 


Making It Work—the OS 

Once you complete construction, it 
takes a little fooling around to get the 
RAM loaded. Since you will be starting 
with random data in RAM, you ob- 
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viously cannot boot your computer with 
the switch set to RAM—you must start 
off in the ROM position. So, place the 
RAM/ROM switch in the ROM posi¬ 
tion and the R/W switch in disable 
(writing inhibited). The computer 
should boot OK in this configuration, 
no matter what you have in the RAM. 
You will not have an internal cartridge. 
The first step is to prepare an OS to 
load into the RAM. Let’s just use the 
OS that’s in your existing ROM. 

MVROM.OBJ 

Plug in your ED/ASM cart and boot 
DOS 2.0. Do not use any other DOS 
unless you are positive that it will not 
overwrite $4000 and above! It would be 
nice to be able to just go to DEBUG 
and move the OS to $4000 from 
$C000, but that will certainly not work. 
The OS hides some code in $5000 that 
you need to move along with the $C000 
data. For this function, I have included 
a short M/L program called 
MVROM.OBJ. This routine properly 
copies your OS code into location 
$4000 where it can be modified and/or 
written back into SmartOS RAM. 

0100 ; ***MVR0M.ASM 8/02/95*** 
0110 ; MOVES ROM INTO MEMORY 

0120 ; 

0130 *= $0600 

0140 ; 

0150 LDA #$00 

0160 STA $CB 

0170 STA $CD 

0180 LDA #$C0 

0190 STA $CC 

0200 LDA #$40 

0210 STA $CE 

0220 LDX #$FD 

0230 LDY #$00 

0240 ; 

0250 LP1 JSR MOVEPAGE 

0260 BEQ COMPLETE 

0270 CMP #$D0 

0280 BNE LP1 

0290 ; 

0300 LDA #$50 

0310 STA $CC 

0320 ; 

0330 LP2 JSR MOVEPAGE 
0340 CMP #$58 

0350 BNE LP2 


0360 ; 

0370 LDA #$D8 

0380 STA $CC 

0390 BNE LP1 

0400 ; 

0410 MOVEPAGE LDA #$7D 
0420 STA $D301 

0430 LDA ($CB),Y 

0440 STX $D301 

0450 STA ($CD),Y 

0460 INY 

0470 BNE MOVEPAGE 
0480 ; 

0490 INC $CE 

0500 INC $CC 

0510 LDA $CC 

0520 RTS 

0530 ; 

0540 COMPLETE BRK 

To use this program from EDIT, Load 
MVROM.OBJ. Go to DEBUG and run 
MVROM.OBJ with G600. At this 
point, you can verify that your OS is 
now sitting in $4000 thru $7FFF. If you 
are going to make any changes to the 
Atari OS, you must re-calculate the 
checksum values stored in the code (see 
CHKSUM.OBJ). For now, just use the 
OS without modifying it. 

MVRAM.OBJ 

To copy the OS back into the Smar¬ 
tOS RAM, you need to use 
MVRAM.OBJ. This routine not only 
allows the OS to be returned to its prop¬ 
er addresses, but allows for you to trans¬ 
fer control of $C000 - $FFFF to RAM 
while you are running. 

0100 ; ***MVRAM.ASM 8/02/95*** 
0110 ; MOVES MEMORY INTO 
RAM 

0120 ; 

0130 *= $0600 

0140 ; 

0150 PHP 

0160 SEI 

0170 LDA $D40E 

0180 PHA 

0190 LDA #$00 

0200 STA $D40E 

0210 ; 

0220 LPSTART LDA $D01F 

0230 CMP #$06 

0240 BNE LPSTART 


0250 ; 

0260 LDA #$00 

0270 STA $CB 

0280 STA $CD 

0290 LDA #$C0 

0300 STA $CC 

0310 LDA #$40 

0320 STA $CE 

0330 LDX #$7D 

0340 LDY #$00 

0350 ; 

0360 LP1 JSR MOVEPAGE 
0370 BEQ COMPLETE 
0380 CMP #$D0 

0390 BNE LP1 

0400 LDA #$50 

0410 STA $CC 

0420 ; 

0430 LP2 JSR MOVEPAGE 
0440 CMP #$58 

0450 BNE LP2 

0460 ; 

0470 LDA #$D8 

0480 STA $CC 

0490 BNE LP1 

0500 ; 

0510 MOVEPAGE LDA #$FD 
0520 STA $D301 

0530 LDA ($CD),Y 

0540 STX $D301 

0550 STA ($CB),Y 

0560 INY 

0570 BNE MOVEPAGE 
0580 ; 

0590 INC $CE 

0600 INC $CC 

0610 LDA $CC 

0620 RTS 

0630 ; 

0640 COMPLETE PLA 
0650 STA $D40E 

0660 PLP 

0670 LDA #$FD 

0680 STA $D301 

0690 LOOP JMP LOOP 
0700 .END 

This routine is basically the opposite 
of the MVROM.ASM code except for 
the initial setup from lines 150 thru 
240. Lines 150 thru 200 disable all in¬ 
terrupts. We need to switch off the ex¬ 
isting OS and there will be no code for 
an interrupt to execute—so, off they go. 
Lines 220 thru 240 wait forever for us to 
push the STAR key. This gives you an 
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opportunity to set the ROM/RAM and 
write enable switches before you load 
the RAM. Once you push START, the 
code from $4000 - $7FFF is loaded into 
$C000 - $FFFF and the computer is 
locked in a tight loop. This final loop is 
to allow you to disable writing to the 
RAM. Be sure that you do this or you 
may find some of your code overlayed 
when you re'boot. 

So, from ED/ASM again, you should 
have loaded something into $4000 - 
$7FFF (hopefully a valid OS). Load 
MVRAM.OBJ and go to DEBUG. 
G600 to execute MVRAM—the com' 
puter will hang, waiting for the START 
key. Set the switches to enable write 
and RAM. Ignore the screen garbage.... 
Push the START key. Disable write! Re' 
boot on RAM—you should boot OK. 
Notice that you do not need to use 
MVROM to load the OS code for 
MVRAM. If you have a ROM image on 
disk, you can load it into $4000 directly. 
In fact, this would be your normal pro' 
cedure once you create a number of OS 
images that meet your needs. In this 
case, the MVRAM,OBJ code could be 
appended to the OS image, with a run 
address of $600—making an OS change 
a one step operation. 

SETCART.ASM 

To load the internal cartridge, you 
must be able to boot with the internal 
cartridge enabled and no cartridge 
plugged in. If the current contents of 
the internal cartridge will not allow you 
to boot (see below), use ED/ASM and 
run SETCART.OBJ as follows: 

Boot ED/ASM cartridge. Load SET' 
CART.OBJ—screen will go off. Enable 
write. Push the START key. Disable 
write! You should now be able to boot 
from RAM with no cartridge and the 
internal cartridge enabled. 

0100 ; **SETCART. ASM 8/09/95** 
0110 ; LOADS $BFFC IN CART. 
0120 ; 

0130 *= $0600 

0140 ; 

0150 SEI 

0160 LDA #$00 

0170 STA $D40E 

0180 LDA #$FD 


0190 STA $D301 

0200 ; 

0210 LPSTART LDA $D01F 
0220 CMP #$06 

0230 BNE LPSTART 

0240 ; 

0250 LDA #$FF 

0260 STA $BFFC 

0270 LOOP JMP LOOP 
0280 .END 

Loading a Cartridge 

Once you are ready to load the inter' 
nal cartridge RAM: 

Boot to DOS, no external cartridge. 
Enable write. Load the cartridge image 
directly into $A000 with DOS. Disable 
write. When you boot your computer, 
the internal cartridge should be func' 
tional if you did not press OPTION 
while booting. 

Permanent RAM 

The last operation that you may 
wish to do is load code into the new 
RAM at $D600 thru $D7FF. This RAM 
is used just like any other RAM loca- 
tion as long as you have the 
ROM/RAM switch in the RAM posh 
tion. These addresses are always enabled 
for writing and no special precautions 
must be taken to load them. Use them 
for data, tables or code any time you 
want—the data will survive power off 
and cold boots forever (or, your money 
back... :) 

Things to Ponder 

Some quirks to be considered when 
using SmartRAM: 

The OS tests all 48K of lower 
memory when you do a cold boot. If the 
SmartRAM is write enabled during a 
cold boot, this memory test will zero the 
entire internal cartridge RAM area. 
This not only wipes out your internal 
cartridge, but also causes any subsequent 
cold boots to fail. It seems that the OS 
checks for a cartridge by two methods, 
one of which is to look for $00 at loca' 
tion $BFFC. If you have written a $00 
in there (from the RAM test), you set 
the cartridge flag. This branches you 
into the checksum routines for the 
cartridge (which has been wiped out!). 
No matter if you hold down OPTION 


or not, the code tries to checksum a 
nonexistent cartridge. Rats—you now 
cannot boot with SmartRAM selected 
unless you have a real cartridge plugged 
into the cartridge port. And, with a 
cartridge plugged in, you cannot write 
into the SmartRAM cartridge area... 
Hmmmmm.... This is the reason you 
need SETCART.ASM. This little 
routine does nothing other than store 
$FF into the SmartRAM cartridge area 
at $BFFC. This allows you to boot with 
SmartRAM enabled and no cartridge 
plugged in—which you need to do in 
order to load code into the SmartRAM 
cartridge area ($A000'$BFFF). 

The OS code calculates the check' 
sum of all the bytes in ROM every time 
you boot your computer. When you are 
making modifications to the OS, you 
must therefore recalculate this check' 
sum and store it in the appropriate loca' 
tions of the OS. Otherwise, you will be 
presented with the self'test screen every 
time you power on. To make it easier to 
recalculate and store the checksum, I 
have included some .OBJ code that does 
a nice job of automatically correcting 
your checksum. It was given to me by 
Tim Patrick and has been very useful 
over the years, so I hope he doesn’t 
mind if I pass it along to the rest of the 
users. Unfortunately for you subscribers 
that did not order disks, I do not have 
the CHKSUM.ASM code, only the 
.OBJ, so you will need to D/L it from 
CIS or your local BBS (if they have it). 
For disk subscribers, there are two ven 
sions of CHKSUM—one that uses $600 
and one that resides in $D600 (per' 
manent SmartRAM). CHKSUM.OBJ 
runs from $600, while CSUMD6.0BJ 
runs from $D600. 

Coming Attractions 

OK—that’s about all for this issue. 
There should be enough information 
here to get some of you guys up and run' 
ning. Next issue, I’ll go over in some 
depth just how to build one of these 
upgrades. I’ll cover the use of the tools 
you will need, special 1200XL modifica' 
tions, PCB layout, construction tech' 
niques and integrating this hack with 
the IDE interface (IDE interface... what 
IDE interface?) 


28 May/June 1995 


atari Classics 








FIGURE 1. 


This is a hardware modification that will give you the ability to easily modify the code in your 
OS and save it permanently in a RAM module. The key element of this upgrade is a clever 
piece of hardware from Dallas Semiconductor called a SmartSocket, from which I shamelessly 
stole the name of this hack, SmartOS. The project will be presented in two parts, overview and 
detail. The first installment will contain enough information for an experienced hardware buff to 
build a SmartOS along with the code segments required to set it up. The second half of the 
series will be more of a primer for you less handy folks out there. It will include tools and test 
equipment use, construction techniques, general sources for parts and goodies, and have lots 
of pictures to follow. With them, you should be able to get yourself into real trouble! 
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PROGRAMMING THE 65816 

frames -Hague 

Part 2: Pushing the Limits 


T he differences between the address 560, though. Rather than 
6502 and the 65816 aren’t switching the accumulator to 8-bits, 
quite as simple as they seem, it’s easier to throw away the 
especially from a low down ’n dirty unwanted byte with AND #$00FF. 
“I wanna write the smallest and This solution comes in at half the 


fastest code possible” point of view. 
Or maybe just from the “I want to 
write simple, clean code that works” 
point of view. (I learned assembly 
language from those games they used 
to print in ANALOG Computing; 
they were never flat-out optimized 
for speed but I never complained 
about them running slow.) 



Remember, registers on the 
65816 can be set to either 8 or 16 
bits via the REP and SEP 
instructions. Littering your code 
with size-switches is messy. And 
slow: REP and SEP are two byte 
instructions that take three cycles 
apiece. So ideally you’d like to just 
set everything to 16-bits and leave it 
at that. Using words instead of bytes 
for all variables is a good first step. 

But the Atari computers have 
deep roots in an 8-bit world. 
Hardware registers are 8-bits. 
ATASCII characters are 8-bits. And 
so on. How are these situations best 
dealt with from a speed and size 
angle? The rule is to stick with the 
ideal, to avoid changing register sizes 
when at all possible. 

Suppose you want to load the 
value at SDMCTL (decimal 559). 
With a 16-bit accumulator, LDA 
SDMCTL does get the value at 
address 559. It also gets the value at 


clocks and cycles of two size 
switches. 

An opposite sort of trick works 
for 8-bit stores. A 16-bit STA 
COLORO (decimal 708) goofs up 
COLOR 1 in the process. But wait; 
you can think of a 16-bit store as 
two 8-bit stores. The low byte of the 
accumulator goes into COLORO 
and the high byte into COLOR1. 
Two color registers with one store! 
COLORO through COLOR3 can be 
set to values of $01, $02, $03, and 
$04 with just four instructions: 

LDA #$0201 
STA COLORO 
LDA #$0403 
STA C0L0R2 

Lots of hardware registers and 
operating system addresses are 
conveniently adjacent for this sort 
of trickery: the display list address, 
the P/M horizontal position 
registers, audio frequency and 
control registers (set a complete 
sound with one STA!), the 
interrupt vectors, etc. Sometimes 
you can even do a 16-bit write into 
an 8-bit address if you don’t care 
about messing up its next door 
neighbor. STZ SDMCTL turns off 
ANTIC, but it also sets the low byte 
of the display list (SDLSTL) to zero. 
That might be okay, because the 
ANTIC will be turned off at the 
same time. Watch out, you can get 
yourself in trouble! 


Dealing with ATASCII strings 
throws a medium-sized possum into 
the works. Reading arbitrary 
characters can be done with the 
AND #$00FF trick, but writing 
them is not so easy. Sometimes you 
can’t avoid dropping the 
accumulator down to 8-bits. That’s 
not so bad, especially if you can do 
so before a loop and don’t switch 
back until the loop is finished. 



“LDA #1” with an 8-bit accum¬ 
ulator and “LDA #1” with a 16-bit 
accumulator look like the same 
instruction, but they aren’t. They 
both load the accumulator with 1. 
They both have operands of $A9. 
But, as we talked about in Part 1, 
the operand for the second 
instruction is one byte longer than 
that of the second. Now for the 
kicker: it takes one cycle longer to 
execute as well. 

In fact, all instructions that deal 
with memory as 16-bits, including 
immediate instructions, take one 


OOPS! 

What We Meant To Say... 

Last issue in Part One of this ar¬ 
ticle, on page 29, “the cleaner 
alternative” should have been: 
JMP (TABLE,X) 


JMP (TEMP,X) 
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more cycle to execute than they do 
with the accumulator set to 8-bits. 
The same thing applies to the index 
registers when they are used to 
access memory as 16-bits. STX 
COLORO takes four cycles with 8- 
bit index registers and 5 cycles with 
16-bit index registers. Worst of all 
are the INC, DEC, shift, and rotate 
instructions, when used with 
memory operands. They take two 
cycles longer in 16-bit mode, 
because they do both a read and a 
write and one cycle gets tacked on 
to each part. Instructions that don’t 
deal with memory, like CLC and 
TXY, aren’t affected by this. 

The upshot of all this rambling is 
that sometimes it’s better to switch 
to 8-bit register sizes, especially in 
loops. Switching the accumulator to 
8-bits before and after a loop takes 
six cycles. If there is one LDA and 
one STA inside the loop, and the 
loop is executed 100 times, you’ll 
gain 200 cycles by running with an 
8-bit accumulator. If you are dealing 
solely with 8-bit values, of course. 
Subtract the overhead of the size 
switching and you still have a 
savings of 192 cycles. Sometimes 
this can make a big difference. 


WE. ^ 


II1 1 1 1111111111ill up 


The X and Y registers are most 
often used as loop indices. They can 
be used in the same way when 
dealing with 16-bit memory, but you 
have to remember to increment or 
decrement them twice, because you 
are operating on words. This little 
routine clears missile memory to 
zero: 


There are a couple of things to 
note about this wee bit o’ code. The 
usual 6502 trick of starting X at 
count-1 and terminating the loop 
when it goes negative still works in 
principle. But because the loop 
operates a word at a time, X must be 
initialized to count-2 instead. Also, 
this loop would only execute once 
on a 6502 because, as an 8-bit 
number, 254 is negative. With an 8- 
bit X register, this general loop 
structure will not work if X is greater 
than 127. With a 16-bit X register, 
the restriction is removed; X is 
positive all the way up to 32767. 



X and Y can hold positively huge 
loop indices. Heck, any 16-bit 
number. The breakthrough comes 
when the realization hits that the 
index registers can contain addresses. 

The usual 6502 way of dealing 
with arbitrary 16-bit pointers looks 
like this: 

LDA ADDR 
STA TEMP 
LDA ADDR+1 
STA TEMP+1 
LDY #0 

LDA (TEMP),Y 

This code moves the 16-bit 
pointer ADDR to page zero and 
fetches the value it points to. Using 
the new indirect addressing mode 
and a 16-bit accumulator this can be 
reduced to: 

LDA ADDR 
STA TEMP 
LDA (TEMP) 


LDX #254 

LOOP STZ MISSILES,X 

DEX 

DEX 

BPL LOOP 


which is much nicer. But the ability 
to have 16-bit index registers opens 
up an amazing new possibility: 


LDX ADDR 
LDA 0,X 

This looks like a typo or a new 
addressing mode, but it isn’t. The 
6502 way of thinking about 
indexing is that a small value (the 
index) is added to a larger base 
memory address. This makes sense, 
because the base address can be 16- 
bits while the index is only 8. With 
a 16-bit index register, both the base 
and index are equals. X can be set to 
2 and LDA SCREEN,X used—or X 
can be set to SCREEN and LDA 
2,X used. The index and the base 
are interchangeable. 

In the last two-line sample this is 
taken to the extreme. The entire 
address is in X and it is used as an 
index from the very beginning of 
memory, address zero. It almost 
looks like it should be its own 
addressing mode—maybe LDA 
(X)?—but it is simply a way of using 
normal 6502 capabilities extended 
to 16-bits. This shortcut is so handy, 
in fact, that I have written 
substantial amounts of code without 
ever resorting to the indirect 
indexed or new indirect modes. As a 
bonus, it is also faster, because it 
doesn’t have to do an additional 
read to get the pointer value. LDA 
(TEMP) clocks in at six cycles and 
LDA 0,X at only five, plus you don’t 
have to store the pointer into page 
zero. 



Let’s take a closer look at the 
block move instructions, MVN and 
MVP, introduced last month. How 
quickly can MVN (the more 
common of the two) shuffle a block 
of 32 bytes from one place to 
another? MVN takes seven cycles 
per byte, so it takes 224 cycles to 
move our block of 32 bytes. There’s 
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a bit of overhead too, to load A, X, 
and Y with the proper parameters. 
At three cycles per load, the total is 
now up to 32*7+9 or 233. 

Without MVN, the fastest way 
to move a block is with straight in¬ 
line loads and stores. Assuming an 
8-bit accumulator and data that’s 
not in page zero, this scheme comes 
in at eight ticks per byte, one short 
of the MVN ideal. This scheme 


takes 256 cycles overall (remember, 
there is no set-up overhead). 

Did that “8-bit accumulator” 
phrase catch your eye? Why not 16- 
bit? I set it to 8-bits in this example 
because that’s how the block move 
instructions work, a byte at a time. 
But there’s no reason we can’t move 
16-bits at a time. Moving our 32 
bytes as 16 words takes ten cycles 
per word, or 160 cycles total! That’s 
45 percent faster 
than MVN! 

Of course, 
this is a mildly 
screwy example. 
The number of 
bytes to move is 
fixed — and 
small. And in¬ 
line code is lots 
bigger than a 
tiny MVN 
subroutine. But 
it goes to show 


that you shouldn’t always take 
things at face value. That bit of 
extra speed comes in handy every so 
often, too. 



I haven’t rambled on about stack 
addressing or fun and odd ways of 
fooling around with a bunch of 
other instructions. Probably lots of 
other stuff too. (I would like to 
squeeze in a note of thanks to John 
Harris for setting me straight on 
some 24-bit addressing issues. I had 
been picking-up misconceptions 
from an 8-bit assembler that was 
crudely modified to generate 16-bit 
code.) Hopefully, even with these 
omissions, I have been able to jump 
start 6502 aficionados wanting to 
dive into the 65816. To your 
keyboards! 



Installing the 65816 in a 1200XL 


USED ATARI 8-BIT EQUIPMENT 


I have the following used merchandise for sale: 


Computers 


Monitor 

Disk Drives 


65XE 

$30 

Panasonic color, 9", 

1050 

$35, 3/$100 

800XL 

$30 

composite video $65 

XF551 

$65 

Interfaces 


Miscellany 



850 

$20 

1010 data recorder (new) $14 



MPP-1150 

$20 

Power supplies $7-15 




I have a few non-working 1050’s for $20 each. All equipment comes with necessary cables and 
power supplies. All equipment is used but in excellent working order (unless otherwise listed) 
and is guaranteed for 6 months. 

I also sell 16 mm sound projectors in mint condition at low cost. Call for info. 

CALL BEFORE SENDING ME AN ORDER. I may temporarily run out of a particular item, so 
you need to call me to make sure that I have what you want in stock. Shipping is extra and 
depends on your zip code. 

David Aronson, 2911 Bree Hill Road, Oakton, VA 22124 703-620-6183 
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(lie a User Group To Make (kin? a Computer Easier 

The following list is a combination of user groups that responded to a North West Phoenix Atari Connection 
user group survey ; 8-Bit groups that exchange newsletters with the San Leandro Computer Club; all the groups 
listed in Feedback, the newsletter of the Adelaide Atari Computer Club; and additions you have sent in. Some 
groups have for computers supported. We believe those North American groups support both 8-Bit and ST 
users. We don’t know which computers are supported by the Australian groups. You are encouraged to send 
additions and corrections to “You Big Dummies” at AC. 


North American User Groups 


Alamo Area Atari User Association 

AAAUA 

Russell Stowe, President 
P.O.Box 794426 
San Antonio, TX, 78279' 1426 
8-Bit 

Atari Bay Area Computer Users Society 
ABACUS 

Roger Sinasohn, President 
P.O. Box 22212 
San Francisco, CA, 94122 
8-Bit, ST, IBM 

Atari Exchange of Louisville 
AEL 

Jan Wilt, President 
P.O. Box 34183 
Louisville, KY, 40232 
8-Bit, ST 

Diablo Valley Atari Computer Enthusiasts 
DACE 

Daniel Galant, President 
2834 Rockridge Drive 
Pleasant Hill, CA, 94523 
8-Bit, ST 

Front Range Atari Users' Group 
FRAUG 

Joseph Michaud, President 
3012 Rockborough Court 
Fort Collins, CO, 80525 
8-Bit, ST 

Garden City Atari Computer Enthusiasts 
1003 Amphion Street 
Victoria, B.C., V85 4G2 
8-Bit, ST 

Houston Atari Computer Enthusiasts 
HACE 

Bill Anderson, President 
P.O. Box 820335 
Houston, TX, 77282-0335 
8-Bit, ST 


Huntsville Atari Users Group 
HAUG 

3911 West Crestview 
Huntsville, AL, 35816 


Indiana-Michigan Atari Group Exchange 
IMAGE 
P.O. Box 1742 

South Bend, IN, 46634-1742 
8-Bit, ST 

Jersey Atari Computer Society (?) 

JACS 

818 Drexel Street 
Delran, NJ, 08075 

7 


Jersey Atari Computer Group 
JACG 

Joseph Hicswa, President 
23 Passaic Avenue, Apt C3 
Passaic, NJ 07055 
8-Bit, ST 

L.C.A.C.E. 

L. C.A.C.E. 

P.O. Box 8788 
Waukegan, IL, 60079-8788 
8-Bit, ST 

Miami Valley Atari Computer Enthusiasts 

M. V.A.C.E. 

P.O. Box 24221 

Huber Heights, OH, 45424 
8-Bit, ST, IBM, Mac 

Noah 8 

3632 W. 130th Street 
Cleveland, OH, 44111 
8-Bit, ST 

North West Phoenix Atari Connection 

N. W.P.A.C. 

Dale Wooster, President 
P.O. Box 67511 
Phoenix, AZ, 85082 
8-Bit 


OP Hackers Atari User Group 
Ol’HAUG 

3376 Ocean Harbor Drive 
Oceanside, NY, 11572 
8-Bit 

Pinellas Atari Computer Enthusiasts 
PACE 

Jean Brokaw, Editor 
958 Phyllis Avenue 
Largo, FL, 34641 
8-Bit 

S.P.A.C.E. 

P.O. Box 120016 

New Brighton, MN, 55112 

8-Bit 

San Diego Atari Computer Enthusiasts 
S.D.A.C.E. 

Paul Blagay, President 
P.O. Box 900076 
San Diego, CA, 92190 
8-Bit, ST 

San Leandro Computer Club 

SLCC 

Robbie Bridges, President 
P.O. Box 1506 

San Leandro, CA, 94577-0374 
8-Bit, ST, IBM 

Seattle Puget Sound Atari Computer Enthusiasts 
S*p*a*C*E 
John Strand, President 
P.O. Box 11042 
Tacoma, WA, 98411'0042 
8-Bit, ST 

Toronto Atari Federation 
TAF 

5334 Yonge Street, Suite 1527 
Willowdale, ONT, M2N 6M2 


Australian User Groups 


Atari Computer Enthusiasts New South Wales 
A.C.E. (N.S.W.) 

Swavek Jabrzemski, President 
G.P.O. Box 4514 
Sydney, NSW, 2001 


Adelaide Atari Computer Club 
Neil Patterson, President 
P.O. Box 333 
Kent Town, SA, 5071 
8-Bit, ST 

Burnie Atari Computer Club 
Alex Bienefelt 
P.O. Box 99 
Ridgley, TAS, 7321 

7 


Canberra Atari Users Group 

Lindsay George, Convenor 
P.O. Box 29 
Lyons, A.C.T., 2606 


Geelong Atari Users Group 
Vic Fuller, President 
P.O. Box 673 
Geelong, VIC 

7 


Melbourne Atari Computer Enthusiasts 

MACE 

Brian Campbell, President 
P.O. Box 340 
Rosanna, VIC, 3084 

7 


Queensland Atari Computer Enthusiasts 
Peter Peterson, President 
P.O. Box 10026 
Brisbane, OLD, 4000 


W.A. Atari Computer Club 

Paul Blackmore, President 
19 Wandarrie Avenue 
Yokine, W.A., 6060 
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Atari Classics — Subscriptions Still Available! 

Name: 

Address: 





Citv: 


State/Countrv: 


j -——-— - 

71 P/Postal Code: 

Phone(Optional): 



Subscription Rates 





1 Year 2 Years 

3 Years 


USA 2nd Class Mail 

[ ] $25 [ ] 

$46 

[ ] $63 


Canada Surface Mail 

[ ] $30 [ ] 

$56 

[ ] $78 


Other Foreign Surface Mail 

[ ] $32 [ ] 

$60 

[] $84 


European Airmail 

[ ] $38 [ ] 

$72 

[ ] $102 


Asia/Pacific Airmail 

[ ] $40 [ ] 

$76 

[ ] $108 j 


AC Software Disk (Anywhere) 

[ ] $9 [ ] 

$18 

[ ] $27 


Published six time a year. 





Software disks will be distributed three times per year. 




Magazines mailed in plain enve 

lops to arrive at your doorstep fresh and clean! 

Atari 

Classics, 5507 Langford Court, Concord, 

CA? 94521-1614 




BOLT'S Electronics is one of the largest Factory Authorized ATARI 
Service Centers in the Western U.S., and has been servicing ATARI 
Computers and Disk Drives for over 14 years. We sell and service 
ONLY ATARI computer equipment and are equipped to service the 
ATARI 8-bit systems and 520 and 1040ST computers and disk drives. 


Due to Trade-In or Upgrades, "USED" 8-bit and ST Atari Equipment 
occasionally becomes available. This equipment is fully re-conditioned and 
sold with a New Unit Warranty. Call for Price and Availability! 


Average Repair Charge For 8-bit Computers 
and Drives is $35 (Parts & Labor) Plus Shipping 


/ 


920 Thornwood St. • Simi Valley, CA 93065 
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AATA 



600 

XL&XI 


Atari S-Bit Hardware and Software 

We have been collecting eight bit hardware and 
software for years, and have a good variety of new 
and used items. What you see on this page is a 
listing of everything we currently have in stock This 
may change over time. If you see something on Oils 
list that you want, give us a call. We will either have 
it or can point you to a substitute. 

Want to Soil Your System? 

We obtain used items by buying complete systems 
from end users, often in trade for ST products. 
While we are often saturated and must limit our 
buying, we would appreciate you giving us a call if 
you are unable to find a new home for your 8-bit 


- vmm&r iwmckymdwcmnk 

@IP§3 kslK&a 


HARDWARE 

Atari 800XL (64K) 59 

Atari 800 (48K) 39 

Atari 1200XL (64K) 49 

Atari 65XE (64K) 49 

Atari 130XE (128K) 99 

Atari XE GM SYS. (64K) 59 

Atari XF551 Disk Drive (360K) 145 
Atari 1050 (127K) 99 

Atari 810 (90KJ 59 

Percom SS/SD (90K) 79 

Pencom SS/DD (180K) 99 

Indus GTSS/DD(180K) 125 

Atari 410 Cass Drv. 5 

Atari 1020 Plotter 19 

Atari XM301 Modem 19 

Aiari 1027 Printer 39 

Atari 850 Interface 49 

ICO P:R: Connection 49 

Color Composite Mon. 79 

XE/XL Power Supply 27 

1050/800 Power Supply 15 

1027 Power Supply 27 

ATR8000 79 

ICD MIO 256K 99 

Koala Pad (W/SW) 24 

Atari Touch Tablet 24 

Atari Light Pen 24 

MPP 1000E Modem 5 

Atari 1025 Dot Matrix 49 

DISK GAMES IN BOX 

10th Frame Pro Bowling Sim 5 
221 Baker Street 7 

Abuse 5 

Ace Of Aces 9 

Adventureland 5 

Age Of Adventure 7 

Archon 7 

Arctic Antics 5 

Astro Chase 5 

Auto Duel 7 

Axis Assassin 7 

Aztec 5 

Aztec Challenge 7 

Ballblazer 9 

Ballyhoo 5 

Battle Of Antietam 10 

Beyond Castle Wolfenstein 9 
Blackjack 7 

Blue Max 7 

Blue Team Bridge 7 

Bop’ N Wrestle 5 

Buckaroo Banzai 7 

Carrier Force 9 

Castle Wolfenstein 9 

Caverns Of Mars 7 

Choplifter 7 

Clash Of Wills 10 

Colorasaurus 5 

Colossus Chess 3.0 10 

Combat 5 

Computer Baseball 5 

Computer War 5 

Conflict In Vietnam 7 

Crush, Crumble And Chomp 5 
Cyborg 5 

Day At The Races 5 

Deadline 7 

Demon Attack 7 

Desert Falcon 9 

Dneiper River Line 7 

Dropzone 7 

Early Games Match Maker 7 
Enchanter 7 

F-15 Strike Eagle 7 

Fight Night 7 

Final Legacy 7 

Flight Simulator II 19 

Foodfight 7 

Football 7 

Freaky Factory 5 

Frogger 10 

Galaxian . 7 

Gato 7 

Gemstone Warrior 5 

Gettysburg: The Turning Point 10 
Ghostbusters 5 

Hacker 5 

Hardball! 5 

Hellfire Warrior 5 

Hitchhikers Guide... 10 

Infidel 7 


Infiltrator 5 

Jewels Of Darkness 5 

Joust S 

Juggles' House S 

Kampfgrjppe 1 

Leader Board 5 

Leader Board Dual Pack S 

Lords Of Conquest 7 

Mah Jong 7 

Master Of The Lamps 7 

Mercenary 5 

Metz & Cobra 5 

Micro League Baseball 7 

Midway Campaign 7 

Millionaire: Stock Market 5 

Simulation 5 

Movie Maker 7 

Murder 01 Zmdemeuf 7 

Music Construction Set 7 

Necromancer 7 

Ninja 5 

Ogre 7 

One On One 7 

Operation Whirlwind 7 

O’rileys Mine 7 

Pathfinder 7 

Pengo 7 

Pinball Construction Set 7 

Planelfall 7 

Platter Mama 5 

"Pool, Snooker And Billiards" 7 
Pooyan 5 

Preppie 7 

Preppie II 5 

Puzzie Panic 5 

Racing Destruction Set 7 

Realm Of Impossibility 7 

Return Of Heracles 5 

Richard Petty’s Talladega 5 

River Rescue 5 

Road Race 7 

Scenery Disk: East Coast 7 

Scenery Disk: San Francisco 7 
Sea Bandit 5 

Seven Cities Of Gold(The) 9 
Silent Service 5 

Silicon Dreams 5 

Skywriter 7 

Snake Byte 5 

Sneakers 7 

Soccer 5 

Space Invaders 7 

Spellbreaker 7 

Spider Eater 5 

Spite And Malice 5 

Spitfire Ace 5 

Spy Vs. Spy 7 

Star League Baseball ■' 

Starcross 5 

Stationfall 7 

Strip Poker Data Disk # 1F 5 
Strip Poker Data Disk #2M 5 

Summer Games 7 

Super Bouiderdash 9 

Super Huey 7 

Suspect 7 

Tanktics 5 

Telengard 5 

Temple Of Apshai 7 

Tennis 5 

The Hulk 5 

Tomahawk 5 

Top Gunner 5 

Touchdown Football 7 

Trail Blazer 7 

Train Dispatcher 5 

Trivia Trek 7 

Ultima II 7 

Ultima III 9 

Warship 7 

Wishbnnger 7 

Zaxxon 7 

Zork 1 9 

DISK PRODUCTIVITY IN BOX 

A+ French 7 

A+ Grammar 

Atari Basic 5 

Atari French 7 

Atari Logo 5 

Atariwriter 80 15 

Backtalk 5 

Bank Street Music Writer 7 





Basic Programming Tools 5 

Calc Magic 5 

Celebrity Cookbook 5 

Computer Prep For The Sat 7 
Creature Creator 7 

Cut Arid Paste 7 

Decimals 7 

File Manager + 7 

File Manager 800 5 

Financial Cookbook 7 

Forth 5 

Graphic Shop 5 

Home Filing Manager/The) 7 

Momeword Personal Word" 7 

Processor 7 

Japan Scenery Disk 7 

Krell’s Sat Exam Prep Series 7 
Letter Wizard 7 

Linear Equations 7 

Math Maze 7 

Mega Filer ? 

Micro Illustrator 5 

Miditrack lii 5 

Music Construction Set 7 

Page Designer 7 

Scenery Disk: East Coast 7 

Scenery Disk: San Francisco 7 
Spell Magic 5 

Super Mailer 7 

Sx Express 10 

Syncalc 19 

Synstock 19 

Text Wizard 7 

Timewise: Time Mgrrj? 7 

Tinka’s Mazes ' 7 

T rap-A-Zoid 5 

Ultra Utility Series 5 

Videc Title Shop 10 

Visicalc 10 

Vocabulary Builders 7 

Your Personal Net Worth 10 

DISK GAMES NO BOX 
Ace Of Aces 5 

Actic Antics 5 

Adventure Writer 5 

Alternate Reality 5 

Anti Sub Patrol’ 5 

Aquatron 5 

Arcade Machine 5 

Arcfion 5 

Attank! 5 

B-1 Nuclear Bomber 5 

Ballblazer 5 

Battle Cruiser 5 

Beach Head 5 

Beach Head li 5 

Bop ’N Wrestle 5 

Bridge 5.0 5 

Canyon Climber 5 

Caverns Of Khafka 5 

Caverns Of Mars 5 

Choplifter 5 

Conan 5 

Conflict In Vietnam 5 

Cosmic Balance 5 

Cosmic Bal. Shipyard Disk #1 5 
Cosmic Bal. Shipyard Disk #2 5 
Crossfire 5 

Cutthroats 5 

Dimension X 5 

Drelbs 5 

Dungeons Of Despair 5 

Elektraglide 5 

Excaliburl.0 5 

Eye Of Horus 5 

F-15 Strike Eagle 5 

Field Of Fire 5 

Fight Night 5 

Flight Simulator II 5 

Flight Simulator II Scene Disk 5 
Forbidden Forest 5 

Fort Apocalypse 5 

Frogger 5 

Gettysburg 5 

Ghostbusters 5 

Great Amer. Road Race 5 

Maine To California Race 5 

Guns Of Fort Defiance 5 

Gunslinger 5 

Hacker 5 

Hard Hat Mack 5 

Hardball 5 


Hellcat Ace 5 

Hellfire Warrior 5 

Hitchhiker’s Guide... 5 

Humply Dump 5 

Impossible (The) 5 

Infiltrator 5 

Jawbreaker 5 

Jewels Of Darkness 5 

Juice! 5 

Karateka 5 

Kennedy Approach 5 

Kikstart Off Road Simulator 5 
L A. Swat/ Panther 5 

Las! V8 (The) 5 

Leader Board Dual Pack 5 

Lode Runner 5 

Lost Colony 5 

Maniac Miner 5 

Masters Ot Time 5 

Mercenary 5 

Micro League Baseball 5 

Mig Alley Ace 5 

Missing links 5 

Mission Asteroid 5 

Moon Shuttle 5 

Nam 5 

Nautilus 5 

Neverending Story 5 

Ninja 5 

O'Riley’s Mine 5 

On-Track Racing 5 

One On One 5 

Outlaw/Howitzer 5 

Pacific Coast Highway 5 

Panzier Grenadier 5 

Party Guz Game (The) 5 

Piece O! Cake 5 

Pinball Construction Set 5 

Pit Stop 5 

Pitstop li 5 

Platinum 5 

Preppie! 5 

Preschool Games 5 

Protector 5 

Protector I! 5 

Racing Destruction Set 5 

Raid Over Moscow 5 

Raster Blaster 5 

Realm Of Impossibility 5 

Rescue On Fractalus 5 

Return Of Heracles (The) 5 

Rosen's Brigade 5 

Sands Of Egypt 5 

Saracen 5 

Sargon II 5 

Sargon III 5 

Sea Bandit 5 

Sentient 5 

Shamus 5 

Shiloh: Grant's Trial In West 5 

Silent Service 5 

Slime 5 

Sneakers 5 

Soccer 5 

Solo Flight 5 

Sorcenei Of Claymongue Castle 5 
Space Base 5 

Space Cowboy 5 

Space Shuttle 5 

Speed King 5 

Spider Quake 5 

Spiderman 5 

Spitfire Ace 5 

Sports Spectacular 5 

Spy Vs. Spy I+ 11 5 

Sspider Eater 5 


Star League Baseball 
Star Raiders II 
Starcross 
Stellar Shuttle 
Stpliar Trio 
Strategy Simulations 
Stratos 

Summer Games 
Super Huey 
Talladega 
Temple Of Apshai 
Threshold 
Tomahawk 
Top Gunner 
Touchdown Football 
Type Attack 

Ulysses & Go'den Fleece 
Us Army Air Force 
Vorr-ak 
War Games 

Wargame Construction S 

Wayoul 

Weakon 

Wingman 

World History Facts 
Worms? 

Zombies 
Zork I 


PRODUCTIVITY NO BOX 

Action Toolkit ’ 7 

AtanB/Graph 5 

Atari B/Graph #2 5 

Aiari Proofreader 5 

Award Ware 7 

Bank Street Wnter 2 

Basi-Calc 2 

Bookeeper (The) 5 

Card Ware 7 

Chipmunk Back-Up Program 10 

Computer Gourmet (The) 3 

Crystalware 3 

Data Management System b 

Data Perfect ' 5 

Dos 2.5 10 

Dr. Seuss Fix Up 5 

Family Finances I + li 5 

File Writer 7 

Filing System 5 

First Xlent Wordprocessor 5 

Forms Generator 7 

French Vocabulary Skills 7 

Grammar Word Use Skills 7 

Gt Albert E. Spreadsheet 5 

Gt Data Manager 7 

Gt Estate Word Processor 7 

Guitar Wizard 7 

Hayden’s Practice Tests 5 

Hayden's Reading Comp 5 

Hayden's Vocabulary 5 

Hayden's Word Problems 5 

Heart Ware 5 

Hodge Podge 1 

Home Filing Manager (The) 5 

Home Writer 5 

Homepak 7 

Kermit Terminal Emulator 1 

Letter Wizard 5 

Magniprint 2 

Mapware Programs 1 

Master Type 5 

Match Wits 5 

Math 5 

Mega Filer 5 

Mega Font I 5 

Mega Font 11+ 5 

Micro Illustrator 5 

Mind Tuner (The) 7 

Money Manager 5 

Morse Code Master 2 

Music Construction Set 5 

Music Painter 5 

Page Designer 5 

Paint 5 

Paper Clip 5 

Print Kit 7 

Pnnt Power 5 

Print Shop (The) 19 

Print Shop Companion 19 

Graphics Library 1 2 or 3 5 

Print Wiz 7 

Printers Devil 1 

Professor I.Q. 2 

Report Writer 3 

Rubber Stamp 5 

SA.M. 15 

Speed Read + 1 

Stock Charting 5 

Super 3D Plotter li 5 

Syntrend 7 

Technicolor Dream 5 

Timewise 5 

Typesetter 3 


All hardware items carry a 90 day warranty\ 
Cassettes must be ordered in conjunction with at 
least one other product. 

Buy any 5 five-dollar disk based games 
and get a sixth free! 

THERE ARE OVER 600 ITEMS 
on this page! Don't See One? CALI! 


PC 

X-Former 

3.0 

$29.95 


Visicalc 

Warp Speed Soitw 
Word Five- 
Word Rare 


•Best Of Antic (The). Vui. 


Atari Speed Reading 
Attach At Ep-Cyg-4 
Biorhythm 
Canyon .Clirotx •' 

Car Costs Part ' 

Combat Leader 
Conflict 2500 
Conversational Spanish 
Dog Daze 
Dunzhm 

Eastern Front 1941 
Fort Apocalypse 
Golf Classic 
Graph!(- Polar Pints 
Graph It-Bar Charts/Graphs 
Hail To The Chief 
intro To Graphics 
Intro To Sound 
Invitation To Programming 
Juice 

King Cribbage 
Kingdom 

Mickey In Great Outdoors 
Micro Subtraction 
Moon Shuffle 
Nautilus 

Number Senes (Atari Basic) 

Pharaoh's Curse 

Projector 

Rosen's Brigade 

Sample Programs 

Saratoga 1.0 

Scram 

Shamus 

Simulated Computer 
Snooker And Billiards 
Star League Baseball 
StarL'-owi Football 
States And Capitals 
Super Cubes 
Tachistoscope 
Three-0 Super Graphics 


U.S Histoiy A 
Vaults Of Zurich 
Wrdmp Program 
Writing Program 
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IMPROVED! 

A Superior Picture Lock is 
now Achieved by Digital 
Storage Techniques, 
Precision Delay Lines, and an 
Adjustable Noise Fitter. 

The Result: is a Near 
Broadcast Qualify Output, and 
the Ability to Accommodate 
Several Different Types of 
Video Sources. Including 
VCRs fas always, image 
clarity will be dependant on 
the quality of the source J. 

CAMERA or CAMCORDER 


’ll 




Genlocking Your ATARI 86if! 




ALL NEW! 

These Features are Directly 
Controlled by your Computer! 

Digitally Controlled Fader and 
Fade Disable vs. Luminance 
Mode fallows for specific 
graphics to remain solidly 
overiayed, while other 
graphics are fadingJ. 

Digitally Controlled Color 
Saturation. Fade from B&W 
to Full Rich Colors, on ail 
Overiayed Imagery. 

Automatic Video Switching, 
based on Status of Built-In 
Control Register, and State of 
Both Internal and External 
Video Sources. 


WORKS WITH A VARIETY 
OF MACHINES. EVEN THE 
MOST CLASSIC OF THEM 
ALL: THE ATARI 400. 

(800XL SHOWN BELOW) 


LASER DISK PLAYER 





NOT COMPATIBLE WITH XE OR XEGS 
COMPUTERS, OR THE "BLACK BOX" 
DUE TO TIMING PROBLEMS. 



Requires GTiA chip CO14805 in your 
computer. Test with POKE 623,64; if 
your screen goes black, you have a 
GTiA chip in your computer, if not. 
then add $5 to your order and one will 
be included. 


30 DAV MONEY-BACK GUARANTEE 


STUDIO II: a much better alternative to the Plan vanilla video 
titters on the market today. Anything that can be displayed by your 
ATARI computer, can now be overiayed on top of standard video. 
Color Graphics as well as Text! 

STUDIO ii comes with the Nghe^oualify components, z 
professionally made solder-masked PCB, BNC video connectors, and 
RCA -to- BMC adapters. There is also a painted, tabled enclosure 


STUDIO (I PCB .... 

...$209 

* POWER PACK..... 

.... $ 10 

* ENCLOSURE .... 

....$20 

TOTAL SYSTEM... 

... $239 


^OPTIONS: You can substitute a standard 
9VAC ATARI power pack. 

PAYMENT: Check or M.O. to MYTEK 
Include S&H $5 for USA 
$10 for CANADA 


819 Corby Avenue Santa Rosa, CA 95407 FAXLINE: (707)527-0874 MYTEK@GENIE.COM 

MAIL ORDERS ONLY - THIS IS NOT A RETAIL OUTLET 









































































